Support the XL/XE? 
Not me ... 



but you can 

Page 6 supports your Atari with the world's 
oldest and best dedicated magazine... 
as well as the world's best PD library .... 
as well as providing commercial software ... 

Don’t be like the guy above 
return the favour 

Keep supporting Page 6 
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FOR THE ATARI CLASSIC 


O AUTO FUNCTIONS KEYS 

Add DOS commands at the touch of a key / 

© WRITING A GAME 

All you need to get you started 

© STILL WAITING FOR GO? 

The chequered history of Atari 

EVEN EASIER RUNNING! autorun binary programs 



FOR THE ATARI ST 


MAKING MUSIC 

Will MIDI become obsolete 
or Is it possible to adapt to 
future standards? 


PUBLIC DOMAIN new versions of the coin-op classics 



PLUS.... TURBO VfPUHS ... THE VPSTER ON THE BRUNDLES ... HOOKING UP A VCR 














































Thanks 


Les Elfmgham puts it all together and fills 
up the gaps but the real thanks goes to the 
following who made this Issue possible 

Sandy £71 mg ham who takes care of all the 
office work, advertising and mail order 

For their regular cont 7 ihu/fdns 

John S Davison Stuart Murray 

Paul Huron i¥ic Baidngton 

Ian Fintayson Mark Stinson 

Allan J ■ Palmer The^Ttpster 

For their oontrifjLit&jns this issue 


Ann O'Drbcotl 
Antony Weir 
Robert do Letter 
Andy McAtear 
Peter JEerrison 


Andy Guillaume 
Les Williams 
John Voang 
Benjamin Arnold 
Chris Thorley 
Pierre Andre BerthmiltMeca 

Special mentions to 

All those readers who took the trouble of 
sending us Christinas cards tuith their mes- 
sages of support Much appreciated. 

Some of these folk have supported us from almo«l 
the beginning and wtthout them we would not be 
here. Some are having articles published for the first 
lime. All are to be thanked for sharing their enthu¬ 
siasm with all who read New Atari User 


HOW IT'S DONE 

PACE 6 shows just what you can do with your Atari. 
NEW ATARI USEK has always been created entirely with 
Atari equipment, initially on the XL but more lately with 
a Mega ST and other stuff, who needs PC’* or Macst 
Hardware includes a M.rga ST2 (upgraded Id 4Mbj. 
SM|25 Monitor, Supra 30Mb Marti Disk, a IIP LaserJet 
111. Citizen I24D printer, Philips CM6833 monitor, 
I30XE, a couple of 1050 disk drives, 850 Interface, NEC 
8023 printer. Principal software used is Protext and 
Fleet Street Publisher 3.0. Other software includes her¬ 
mit, TarlTaIk. Turbo Bask: and various custom wriltcn 
programs on the XL/XE. Articles submitted nn XL/XE 
disks are transferred across to the ST via TARITALK. 
Programs are coded on the XE and printed out directly 
for pasting In after the typesetting Is completed. All 
major editing is done with Pretext and pages are laid out 
with Fleet Street Publisher, Each page is output directly 
from Fleet Street to a HP LaserJet 111 which produces 
finished pagps exactly as you see them. All that Is left Is 
to drop jn the listings and photos. 

Well, Its not quite as easy as that bill you get the Ideal 


Inspiration 



One of (h* fltwtf >?/* o/mustaJ IrupftiffeB, 1, j,. 
artists Or n*U> uwki almost by accfafety. Tfms ^ ™ wtTtj ' 1 9 *w?u: 
rereniti/ urfthMfke OUJUf uha« intesl cuorfc 
Dts-ianl Earth a title that | ^rroedlotf rfcoamsied ’■” 19s 
Art W C. Clarice 1 * writ, Bring a (of^J dfuotw and ,2 
or Art W C r Clarke 1 lucid to how the CD whatever the muxLr 
might he like. As Cl turns out it is e*a?rj«ml r very a&r^spherir 
aud capturing the truejfierims dJ 1 tnaud and life e, worlds " 
beyond ihc Earth, I'll haw to re read the hook newt Among 
the Chris tmas presents u.«s Tlnaoimittingi 
UihjdT, although there ts nothirg r V w r is as brtlfiani as a^L- 
tiling they haw done- Retnjtrced by an appeamjKw an [h^ tv 
on .Vcuj Vcur'A £lr ihcj/ fiauc to be cia.se to being the Ij^st 
band of maid. Thai I fogmanay program ftstrCf axis an inspCra 
tton Utfth Mary and! Frances Black. Aly Gain. .Vancl trriffiih 
and Kicnriy all together. Wfwwr managed to get that together 
jbr one of the most pqpuiur breadcasOn^ stafs of tlv: year 
desecue-s to be pul in charge oj an entire TV'cftMrwi Ttmt 
mould realty be ujarth watching. 1 Final In^rattan this issue ls 
.V eil Your ty. itiho again mas an ihc TV briefly over Sew Year, 
iiriih Sleeps IVHh Arigel* 1 LcJttch ! discovered at a rtdCcuifjas 
price In Wbohixrths among the half price flnset and batJdes. 
Sot. 100% tnsplrtng but uXth sorry? iwry ^ood sai^gs spoilt 
by one track apt Cy catW Pleec of Crapi 

CONTRIBUTIONS 

Without can trlbu lions Jrom its readers* NEW 
ATARI USER would, not be passible, PAGE 6 wel¬ 
comes and encourages its readers to submit, 
articles, prugrums and reviews Jar publication. 
Programs must be submitted on disk or cassette* 
articles should loherever passible be submitted 
as textJlfes an disk. We seek to encourage your 
participation and do not Kai?e strict rules for 
submissions, if something interests you, unite a 
program or article and submit it! 

COPYRIGHT 

All luifflruit articles, programs and Other rnalcria] In 
NEW ATAKI USER remain the copyright of the au 
Lhor as credited All uncredited material is copyright 
PAGE 6. Permission must be sought by anyone 
wishing to republish any material. Whilst we t»ke 
whatever steps we can to ensure the accuracy ot 
articles and programs and ihe contents of advertise¬ 
ments,, PAGE 6 cannot be held Liable for any err«rs 
or claims made by advertisers. 

ATARI (Tl*) I* ■ registered trademark el ATARI COHP. All 
references should oe *o noted. NEW ATARI USER is 
Independent publication and has nd connection with Alan w 
with any other company or publisher. 



Editorial address: P.0. Box 54, Stafford, ST161DR, ENGLAND Tel. 01785 213928 
Editor & Publisher: Les El I Ingham ■ Advertising: Sandy Elllngham 
Page layout by PAGE 6 • Printed by Dolphin Press, Fife, Scotland 0592 771652 
NEW atari USE R is published bi-monthly on Ihe last Thursday ol the month prior to cover date 
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TICK-TOCK! 

A typ^ in Turbo clock 

THE CAVES OF CTULffl 

Fan and cidL^nfurt', platform style 

MINI TURBOS 2 

Four quick to type mini programs 

AUTO FUNCTION KEYS 
EVEN EASIER RUNNING! 

FEATURES 

WRITING A GAME 
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Hold 1 in hook up a VCR 
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Tacflding ihe problems of static 
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MAGAZINE ONLY DISK SUBSCRIPTION 


Annual Subscription rates (6 issues) 


UK El 5 00 

Europe (Air Mail) El7.00 

Elsewhere (Surface) El 7-00 

Elsewhere (Air Mail} £23.00 


Overseas rales reflect only the difference in 
postal costs 


A disk containing all ol the programs from each 
issue of NEW ATARI USER ia available either separate¬ 
ly or on subscription. Single price £2.95 per disk, a 
disk subscription saves you almost Cfl a year. Sub¬ 
scription rates (6 issues} 


UK C 25.00 

Europe £32.00 

Elsewhere (sea) £32.00 

E isew he re (Air) £42.00 


Please make cheques payable to PAGE 6 Fl/BUSJfflVG and send to 
PAGE 6 Publishing P + 0. Box 54 t Stafford, STJ6 JDR 





























‘EcCitoriaC 


T he reaction to the change in size was not quite what I expected, I had 

expected one or two dissenting remarks yet, almost without exception, the 
comments where very positive with one reader writing to say that Issue 69 
was the best ever! The single correspondent who made any form (if criticism suggested 
that the price should now be reduced but that fails to take into account the cost of 
producing a quality magazine and the costs incurred over the past couple of years of 
keeping the format in its previous incarnation for as long as we could. 

So most people seem happy with the new style of ftew Atari User (the debate about 
whether to call it Page 6 again^has not been settled!) and it is now up to us - and you - to 
ensure that we can continue with a quality magazine for several more years. What we 
need now is a continuing supply of good quality articles and programs for us to feature 
and for you to share with your fellow enthusiasts. As 1 have said on many occasions 
before we need your contributions to keep up the interest in the magazine. 

I n some areas we are quite short of articles and programs, Wbal wc especially 
need are programs that are well documented. We have a vast number of 
programs received over the years which are good enough to be included in 
the magazine but which have no accompanying documentation. It is almost Impossible 
to take someone clse's programs and write about them, only the author knows how they 
came to be. The Important thing is to write down ail the information you can about any 
program that you submit. I have said many times before, and repeat it again, that you do 
not need to be a professional writer so don't worry If you can’t write flowing prose. Just 
pul down all the detail and if it needs knocking into shape then I'll do that when it is 
published. 

Wc particularly need longer or more complicated programs that we can use for Disk 
Bonuses as these are now in very short supply. We also need shortish programs with 
covering articles to include In the magazine. These can be anything you want, from a 
routine to Include in other programs, to useful utilities, fun demos or simple games. If 
you find It in teres ling and enjoyable, chancres are olhere will too. Ifyou can t come up 
with something to contribute, drop us a line and tell us what you would like to see 
published and we can then run a column with your wants’ which, hopefully, will spur 
others to come up with the articles and programs, 

O ne of the most strange things to have happened in the past three or four 

' months is that many of you have stopped writing. Since just before Christ¬ 
mas we have received fewer letters for Mailbag, fewer Tipster hints and fewer 
Contact notices than ever before. What’s happening 1 ? Have all the regular correspondents 
run out oT things to wrilc? Have you all been too busy? Whatever the reason please get 
your pens or word processors out again and write to us. Mailbag is an important part of 
the magazine lhat can keep people interested and spur them on to new things so let’s 
have your reaction to letters published and new subjects raised for others to react to. 

The drop in the Contact column has bee quite amazing but since many of the past 
notices were from people selling their fl-bit systems I am not really bothered. The more 
people who hang on to their Atari Classics the better! Perhaps the drop coincided with 
the decision to charge for the service, but that has now been reversed and the column is 
free to subscribers. Use it to get In touch wilh your fellow enthusiasts. 

That’s all - now let’s hear from you with all those great programs and articles which I 
know are out there just waiting to be shared with ol hers. 

Lcs ‘Bitingham 
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TURBO 

THflPH-DlM 


S ave the expense of buying a 
clock for your computer 
room, Just turn your Classic 
into a neat timepiece! Although this 
is just a straightforward simulation 
of an analogue clock which has little 
direct use, the routines may well 
prove useful for timing routines 
within your programs. 

Once Lhe program is up and run¬ 
ning, you Just type in the start time 
in twelve hour format and. after the 
screen has been setup, just press 
any key to start the clock ticking. 

Hie program waits unLil the correct 
amount of jiffies at location 20 
[RTCLOK byte 3) have passed, then 
updates the second’ hand which in 
turn updates the minute’ and ’hour’ 
hands. An array of Sin and Cos 
values is used for extra speed. 

The time of one "program second" is 
sei at SPEED on line 20, Tills is the 
amount of jiffies to be counted be¬ 
fore the second’ hand is to be up¬ 
dated. and is set to 50 for a stan¬ 
dard U.K. XL. Those in the U S A. 
etc. will have to lower or raise this 
value to suit Notice that seconds 
and minutes arc increased in steps 
of 6, this is be mu sc they arc angles 
not real values and arc calculated 
from the entered time- (i-C. 360 
degrees/60 seconds or minutes = 6) 
The hour’ hand is moved at the 
same time as lhe ’minute’ hand so 
that it moves during the hour, if this 
'was not so the hour’ hand would 
skip from hour to hour giving a 
ratherjerky movement. 

by 

Andy Guillaume 



ex i reh mimn iiiii itu iiiiiiii iMi i mm ii mi i mi ii ini i mH 

5Z 2 REM U ANALOGUE CLOCK It 

5G 3 reh a by Andy Guillaume a 

HB 4 REH U-----______________ a 

YE 5 REM » NEW ATARI USER “ FEB 19*5 B 
fc f> reh r tt mim tt 

NM 7 REM 


SC ze REG : DIM C5 C3663 * SH 13663 ;GRAPHICS Y* 
0 : SP£ED=:5e 

HO 30 FOR N = X0 TO 366:POSITION 36 

6- HI ** **;GS(N3-CDSEN* JSN<HJ =SINCH> : NEXT 

N 

FK 40 HHF=0.5 : INPUT "Enter Hours, Minutes'* 
; HR , HN t SEC=X0iHIN=MN*6 ; jhOU ft= C HK*30 i + 11 
KN DIU HMT3/43 

KB 50 GRAPHICS S+lGsPQKE 709,1O:FOKE 710, 
X0 ; COLOR XI; CH=1S9 ;CY=*S : i SYiCV-3 

0 

IA 60 HHH-CHtCSHCINT(HOUR]3 W5fl) :HHY-CY“EC 
S SIN? CHOUKI 3*5BJ : MHX“C X +tSBCHIN] *783 :H 
HV“CV“CCS CHIN!*781 

II J 70 FOR M = 90 TO 93 ! CIRCLE CH,CY,NSNEXT 
N;FOR N=K8 TO 359 STEP 6:PH=CH+ESN CHI* 
801!PY=CY-<C5cNJ*B0J 

RH flO PLOT PX„PY:IF CN MOD J0)=Xtt THEN FO 
B 1-7.8 TO X 2 : CIRCLE PX, PT, I : NEHT I 
HH 90 NEXT NjPLOT CH* CVIDRAMT0 5H,5Y:PL0T 
CM,CY;DRAHTO HUH,HHY;PLOT CH,CY l ORAMT 
0 MHX,HKY!GET NI POKE 2 8,7.8 
MT 106 5S=PECKf?03:IF SS<SPEED THEN 180 
AH HO POKE 28,5S-SPEED I 5EC = SEC*6 : COLOB Y. 
B:PLOT CK,CY:DRAHTO SM,SYSSH=CM +ESNC5E 
C1*303 :SY=CY~ CCS CSEC3*301 
up 120 color xi iP lot ch,cy:dramtu sx,5Y;R 

LOT CX,CY;DRAHTO HHK , HitY :PLOT CM,CY:DR 
AHTO MUX,HHY 

01 130 IF SEC <300 THEN 108 

DA 140 5EC=ZD : COLOR XOtPLOf CK,CV:DRAHTO 
KHX,HHY:HIN = HTN + 6!HHX=CH+ C5N EMIW3 *7 03 : 
MHV-CY-tCS<HHtiK703 

BG 150 COLOR XI:PLOT CX,CYtDRAMTU HHHjMHY 
! H0UR = H0UR + HMF : IF HOUR OlHT CHOUR3 THEN 
170 

LI 160 COLOR XO:PLOT CX.CY;DRAHTO HH K,HHY 
i HHX-C X+ fSN rtflOURlHSB] ittHY^CY- CCS CtfOUfll 
*5 81 

HI 170 COLOR XI:PLOT CX,CY;DRAHTG HHX,HHY 
BT 100 POKE 77,X0;lF MIN>360 THEN HIH=MIN 
-360 

IE 190 IF HOUR>360 THEN HOUR =HOUR-360 
LH 200 GOTO 10O 
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Welcome to 1995! Hope 
you're all adjusted to 
the newjormai NEW 
ATARI USER. Let’s have 
some letters a boat this 
pleaseI As it stands 
(perhaps due to Xmas 
arid New Year celebra¬ 
tions) u>e ha ven’t re¬ 
ceived much in tf\e tuay 
of comnjbuttorLs for 
MAILBAG this time, so 
this looks as though it's 
going to be my shortest 
column. Please make it 
your New year’s resolu¬ 
tion to write more let¬ 
ters - if you don’t write. 
hoof can tee Judge if the 
Classic Atari is still 
holduig your interest? 

So let’s boldly go where 
no letter column has 
gone before and dig in 
to this month’s postal 
missives 

Allan J. Palmer 


Editor's note: We actually re¬ 
ceived many Letters on the 
subject of the future format of 
the magazine than appear 
hen?, and tharJts to eueryone 
udio taroto, but these were 
not passed on to Allan as 
many of the comments were 
similar and I did not think a 
lohote Maillxtg of nearly iden¬ 
tical Letters uxxild be very in 
teresttng! We hove had a 
good number of comments 
since issue 69 toenl out^ 
mostly on the telephone, and 
ail bar one haue been mast 
favourable. Check the edito¬ 
rial this Issue for more deta.lL 
/Jack to Allan 

Brad Rogers from South¬ 
ampton sent these thoughts 
be/one the new format 
appeared "Obviously the 
magazine will remain as a 
subscription only publica¬ 
tion, If printing the magazine 
in A5 format is cost effective, 
then so be it. However. I 
would prefer to see listings 
left in the magazine (despite 
being a disk sub sc liber), so 
my preference would be fur 
A4 format, but cheaper 
paper. Newsprint would be 
too nasty to contemplate 
though! ! would like to sec 
the order form kept separate 
from the magazine, since I 
loathe cutting magazines. 
Yes, 1 know abouL photo¬ 
copiers. but not everybody 
has free access to one. If the 
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order form were just a blank 
pro-forma, rather than a unh 
que one, then there would be 
no need to print new forms 
for every Issue. This implies 
that I have no objection to 
putting lhe list of new PD 
disks in the magazine. The 
name? My preference is for 
"PAGE 6\ since that s how I 
still refer to the magazine, ST 
coverage? If the past is any¬ 
thing to go by, it seems to me 
that I’age 6/.NAU will be the 
only mag providing coverage," 

Also before getting issue 69, 
Frank Atkin from Gosport 
Hants u.Tote; H ,,,re the A4/A5 
format. It is the contents that 
matter, and if It to all our 
benefit go to AS, if not then 
keep to A4, TWAUG has an 
AS format.., good value for 
money and like NAU is very 
much looked forward to." 

T Thanks for your thm^hts 
Brad and Frank.; tohaf did 
you think qf issue 69? 

AU TOOLKIT 

Brian Arnold of Worthing Sus _ 
sex has a plea for help: 

"Has anyone managed to 
transfer to disk the old Atari 
User TOOLKIT tape? I have 
had no success at all. even 
by using TRANS DISK IV. 1 
end up with a screen full of 
garbage, and get the same r* 
suit if I try direct loading, of 
the tape/" 

T I am sure the Atari User 
Toolkit tuas auaffabte afl ^ 
so it should taorfc. 
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POWER PACKS THUNDER ISLAND 


Brian Arnold of Worthing. West Sussex feels 'Thunder island* 
in issue 68 mas "„,.a very good type-in. but l round it some¬ 
thing of a nuisance to have to keep the article handy in order 
to refer to the Game Options table with Its many levels. 1 
therefore thought it would be a good idea to have this table on 
Lite title screen, for ease of reference. I renamed LANTERN as 
[.AMP, and with a good deal of abbreviation managed to get it 
all in, Lines 340-370 should be rc typed as shown below. No 
other changes arc needed, I hope others will Hind this useful. 


jFhom Southampton, Brad Bo 
aers provides fm response to 
enquiries in issue 6SJ this in 
formation about power packs 
used by Atari 8-bits: 

This list is by no means ex¬ 
haustive. but for what it’s 
worth, here gt>es 


Description VdU$t Curwit AC-DC 

130XE Computer 5V 2.5A DC 

410 Tape Deck 6V 1.6A DC 

800 Computet 9.5V 1.5A DC 

850 Interlace 9V 3A AC 

1050 Disk Drive 9V 3A AC 

XEPB0 Display 9V D.5A DC 

Card 

XF551 Disk Drive 9V 3A AC 


FOR FLYERS Jddl FOR LEVEL' 


353 POS. C4,C9:? "LAMP ESYmedHRD LMR1 LMP2 ESYmedHRlT 

354 POS. C4 1 ClO:? fP Lge 1 2 3 Lgr Lge 1 2 3 M 

355 POS, C4,Cl1;? tp Med 4 5 6 Lge Med 10 1112" 

356 POS, C4,Cl2:? "Sml 7 5 9 Lge Sml 13 14 15" 

357 PCS. C4.C13:? " 7WZWXli:'&*JXi Med Lge 19 20 21" 

356 POS, C4 t Cl4:? pp 10 1112 Med Med 4 S 6" 

359 POS, C4 n Cl5:? tUrVJd^T.y, Med Sml 16 17 13" 

360 POS. 04,016:?*' 26 29 30 Sml Lge 22 23 24" 

361 POS. C4 t l7:?" Sml Med 25 26 27" 

362 POS* C3 t 1&:7 " fclfJ:ll TO PLAYJSml Sml 7 S 9 ir 

365 SKILL=C1 :LEVELP=C1 

370 POS. 27,04:? SKILL;:FOR X=C1 TO 100:NEXT X 


So, M- Tomlin is using a suit¬ 
able rSU for his disk drive. It 
should be stated that the 
above are minimum require¬ 
ments, and meatier t^SU’s 
can't do any harm. Further, 
it may be inferred from the 
above list that all Atari 6-bit 
disk drives use the same 
power unit. If this should 
prove not to be the case, 
don't, blame me!" 

* Thanks for the information 
Brad: can anyone provide 
further iqxiate to this table? 


Editor's note: You tail! have to ejg*erimeut lalth die spaces to 
get the table correct Using a typeface Like this means that the 
characters have proportional tuidihs so do not match exactly 
ujfth what u>ill appear on screen. 


Computer Viruses had a 
whole section on the Aiari 
8-bit but die druses did not 
appear to be as serious as on 
other computers, Un/brtuna£e- 
!y the book is now out of 
print- I haue newer come 
across any Dims similar to 
tftose common on the ST but 
diey do, apparently, exist* Ed.I 


one as I have never seen any 
8-bitter say they have," 
t fm noi aiyare qf any 
viruses existing on S-bft 
machines, but I have the 
vague feeling of somebody 
writing on this subject to the 
dim and dtstnni pa.sL Can 
anyone comment on the sub¬ 
ject? /Tfte Compute.! lxx>k 
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8-BIT VIRUSES? 


Self-styled W.A.C.O.. M. Tom- 
Itn of Basildon in Essex: 

was wondering if any Atari 
classic user has had tmuble 
with a computer virus? I 
Would tike lo ask the readers 
Gut there for input on this 











MONITOR 
FOR AN XL? 

Peter Foote of YeoviL Some¬ 
rset mould ifice to thank '',,,ai! 
those who contribute to New 
Atari User. 'Hie articles pro¬ 
vide a valuable service to * 
those of us who are still In. 
the dark." Thanks Peter, it's 
gratifying to knout that people 
do appreciate stiver people's 
ejjorts. Peter goes on to report 
that tils colour TV used with 
his Classic Atari Is noiu de- 
funct and is ".. contemplating 
the purchase of a monitor. 
What lype of monitor can be 
connected to the XL compu¬ 
ter? Can you suggest any 
models and where they can 
be acquired from?" 

* Right, let's here It from the 
assembled masses - what 
sorts of monitors are used Old 
there? (Don't forget Peter 
you'll need to make a cable 
that provides the appropriate 
connections - something fm 
sure loe'oe covered in pre¬ 
vious issues of the magazine). 

EXPANDING 
THE ATARI 

Peter Foote of Yeovil also asks 
"...back In issue of 32 ofNAU. 
a column called 'Expanding 
Your A lari' was started by 
Mark Fowler. Was the series 
ever completed or was it held 
ove r?" 

1 1 think, Peter, that no funh 


er articles were forthcoming, 
arid there was concern about 
the safety aspects of connect 
ii\g an Atari to other electrical 
equipment. Perhaps our 
esteemed Pltblishercan add a 
few ivotxis.r. {The major prob¬ 
lem was that there mere a 
number of errors in the arti¬ 
cles Luhtoh one or two readers 
brought to my attention. As / 
hone never been a hardware 
bii£f! I here was no way of 
clicking whether the remain¬ 
ing articles ioere accurate so / 
decided to give the series live 
chop. Better that than hate 
someone bloic up tJielr be- 
bued Atarill 

DISK BOXES 

In reply to queries In previous 
issues about die availability 
of 514 - disk bcuces, Kevin Cooke 
from Exeter, Devon reports 
that he has found a good 
source £n Dean Garraghfy - 
you should jttnd a DG5 aduert 
in any recent issue of NAU 
Loith contact details . 

VIDEO 

CONNECTIONS 

Jn the last issue, / asked if 
anyone had ideas about 
using a Classic Atari connec¬ 
ted to a video recorder , Kevin 
Cboke (of Exeter Devon, 
again) responded as follows: 

"I do not own the Video Title 
Shop program at present but 
hopefully I'll get the chance 
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to try It out in the future. 
However, the video link can 
also come in handy when 
playing games and Hying to 
write the solution for the 
Tipster. By playing the game 
through (while recording U] 
and then watching it from the 
video at your own pace, you 
can see exactly what moves 
you made, making It easier to 
draw maps and write solu¬ 
tions. I was also intending to 
use the link to create an 
advertisenment as part of my 
GCSE course work in my 
Media Studies lesson at 
school but. unfortunately. I 
didn't get around to making 
the cable until after the 
hand-in date. I may still use 
the link for my final project 
though and. If I do. I'll try to 
send you a copy of it," 

'Thanks for the comments, 
Kevin, and good luck with 
your project, 

LIGHT GUN 
GAMES 

Follotelriy Jason Kendall's en¬ 
quiry about light gun games 
for the Classic Atari Kevin 
Cooke (still of Exeter r Devon) 
sends these notes: 

"Jason should perhaps i^kc a 
look at Patrice Robert's arti¬ 
cle in NAU issue 54 detailiog 
CROSSBOW, BARNYARD 
BLASTER, CRIME BUSTER 
LIGHT GUN BLASTER 
GANGSTER VILLE. I *1*° 
own ALIEN BLAST, a Space 
Invaders clone that works 
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with the light gun. ALIEN 
BLAST Is available from Dean 
Garraghty. BARNYARD 
BLASTER, CROSSBOW and 
CRIME BUSTER may still be 
available from Derek Fern's 
Micro-Discount, and LIGHT 
GUN BLASTER is available 
on Page 6's PE> Library disk 
Pedrokko 4. The only game I 
have yet to Hack down is 
GANGSTER VILLE - does 
anyone know where it is 
available from?" 
t Gnce again, Kevin, thanks 
for your input* 


What would you like to see in future issi *s of New 
Atari User ? Are there specific tutorials you would 
like to see? Is there a program that you hate never 
seen before on the Atari or one which might help 
you urith a particular task? Perhaps you are stuck 
on a section of a program that you haue been 
writing for years. If that's the case someone read¬ 
ing New Atari User could help you. 

One idea we have had for a while is a sort of 
programmer's clinic or 'How do they do that?* In 
iphich readers could write in with questions for 
simple programming routines and others could 
provide the answers* For example horn to you write 
a timing routine that continues counting as you 
input tevet from the keyboard? How can you disable 
all keys except Y and N? How do people move the 
directory on a disk so that it can't be read with 
DOS ? 

There are hundreds more questions like these and 
we could run them as an extension of Mailbag by 
publishing a selection of programming questions, 
followed the next issue by, hope/ully, some of the 
answers. Whatever the question, someone, some' 
where knows the answer. 

That's one idea for a future column but there 
must be many more so write in and teil us so we 
can gwe you what you want. The address is below. 


Weli I'm afraid that's tt 
ihai's ALL the molt received 
in time for this Issue fond 
even now f r m running past 
Les * original deadline - so you 
might not actually see this in 
issue 70 - and (/ you don't 
you can't actually be rending 
ihm can you? jf fmjTtmjTL.. is 
this the first case of a Classic 
Atari time paradox? Send/or 
Agents Mulder and Scully 
from the X- Files? jY ah, know 
ing our hick Lve‘d probably 
end up Luhh Mr. JJtobby arid 
Danny Baker!!! 


Don't forget to write. 


Air your views on all things Atari or help your 
fellow users urifh their queries - even ask for 
help yourself. It s all interesting, if only you 
write it doiun. Here's the address: 

MAILBAG 
NEW ATARI USER 
P.O. BOX 54, STAFFORD 
ST16 1TB 


Ain't it bettor to write to NAU? 
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The TIPSTER ik yKm&LfflXjiDiSB 


our regular Tipster u?cls last seen 
buried beneath a mound of Christmas 
pudding laced with sheny, brandy, 
rum and other liquids that help to keep Christ¬ 
mas merry. By the time he emetges he'll be' 
trying to get that Falcon of his to perch on his 
mrtst! luckily Loe cart turn this issue's column 
over to a guest Ttpster - Mr. Les Williams - who 
provided enough feedback on Issue 6S's tips 
tofUl the column Your regular 'Hpsfer will be 
back nt’xt time - provided of course that you 
keep thi>se hints and tips coming - btit mean- 
u.’hik Its goodbye to him and hello r and 
thnnJcs, to Les . 

R ight, let's go! Check out Issue 68 of 

New Atari User and well tie up a lot of 
i loose ends. 


Start Here .... 

Coloured tile system. 

The ET system colour coding, and how to u&e the 
system, is a stinker! 

The colour coding is based on the resistor colour 
code (if the player is nor familiar with this code 1 
don’t know how it could be interpreted}, 

The tils coding is Therefore:- 

BLACK-0 BR0WN=1 RED-2 

0RANGE=3 YELLOWS GREEKS 

BLUE=6 VIGLET=7 GR£Y^8 

WHITE=9 

When you go into the ET system it will be seen that 
there are 7 colour codes, The first colour shows you 
which system you are in (there are systems around 
the ET Roundabout} e g system 0 (Black} is frie 
southerly one. system 3 (Orange) is the easterly 


Once you have verified that you are in the re¬ 
quired system, the first colour can be ignored 
When you arrive at the walkaway of the required 
system, go N 12 times to get to the ET hub (there 
is a quicker way, but I wifi leave it for you to find!). 
In each system there are 1,000,000 locations, i.e. 
4 , 000,000 in all of which only € have to be visited! 
I have found that the only locations you need to 
use are the Easterly ones shown in the table 
below, the numbers being the resultant decoded 
colours. 


ET 

Hub 

0' 

531441 

Ignore 

Inner 

Ring 

0 

177147 

354294 

Inner 

Ring 

0 

59049 

118098 


Ring 

0 

19683 

39366 


Ring 

0 

6561 

13122 

Central 

Ring 

0 

2187 

4374 

Central 

Ring 

0 

729 

1458 

Central 

Ring 

0 

243 

486 


Ring 

0 

81 

163 


Ring 

0 

27 

54 

Outer 

Ring 

0 

9 

18 

Outer 

Ring 

0 

3 

6 

Walkaway 

0 

1 

2 


* ■ Start point 


Notes> 

(1) To get to 13122 go S.S.S.S.E.E 

(2) To get to 2187 go S.S.S.S.S.E 

(3) The sum of the locations visited must equal 
the required address e g, 

S S.S.S.E.E.S.E.S.S.S.S.S S S will get you to 
the door of address 15309 ie 13122+2187. 

(4) For directions S.E. you can use SE. 


RETURN TO EDEN 

Jake the LOG to the island, 
leave the DRY BULB on the 
ground and SQUEEZE LOG. 


A worked example. 

Assume the address you require has been given 
the colour code BROWN GREY BLACK GREY 
BROWN BLUE RED. 

Decoding gives 1803162 i.e the address is 
808162 in system 1 Go to the ET hub and work 
out the required directions as follows:- 



808162 

I 

430 

E. 

531441 

| SE 

-243 


276721 

1 

1 

187 

SE. 

■177147 

| SEE. 

i 

'162 


99574 

1 

25 

SE. 

59049 

| S.SE.E. 

i 

• 10 


40525 

1 

l 

7 

SE.E, 

39366 

1 SEE. 

i 

■6 


1159 

1 

1 

1 

SSSE. 

- 729 

1 SE 

d 


430 

1 

0 


Now go S, and you will then enter the required 
address -1 hope! 

WARNING - If you start the adventure anew all 
the addresses will have been changed! 

Curfew 

The only purpose I can remember tor the curfew 
is to swell the coffers of the foca! Fuzbots and to 
make the player bankrupt, If this happens you 
are slung in jail and the key is then thrown away! 
If you spend your first night at your home in bed 
when the curtew begins you earn 40 points. 11 is 
also to your advantage to watch the TV - many 
useful commercials are broadcast. (SAY HOME 
on any road and you get a free ride home!). 

Note your colour coded address and. by using 
the earlier explanation of the ET system, see if 
you can find your own way home from the ET 
hub. I hope you looked in the criminal's wallet 
before handing it in! 

*Ena here 

but turn the page for more ^ 


THE BRUNDLES OOOOO 

On my disk there fs no problem with Level 61 i.e. (t scrolls to the left to reveal the home. I agree 
with Peters comments about Level 60 -If you Nuke’em the lock up is even more spectacular 
than exploding just one Brundle! As a follow-up here are most of the other codes. 


61 

HALLE 

71 

FORCE 

81 

BOHEM 

91 

qpong 

62 

MUSIC 

72 

SUDAN 

82 

ETHIC 

92 

FLOOR 

63 

RADIO 

73 

CRUEL 

83 

SAMBA 

93 

BORIN 

64 

PSYCH 

74 

SONIQ 

84 

ORDER 

94 

INTER 

65 

SOUND 

75 

TUTOR 

85 

CENTS 

95 

PRIDE 

66 

CODEX 

76 

STYLE 

86 

POUND 

96 

black 

67 

HEART 

77 

ELTON 

87 

OCEAN 

97 

EPROM 

66 

CHILD 

76 

RESET 

66 

TEKNO 

98 

MICRO 

69 

WALLS 

79 

BOARD 

69 

DJDAG 

99 

? 

70 

JOYCE 

60 

FRESH 

90 

SPOON 

100 

? 


IjCvcI 98 fs Impossible with the 60s time limit! Even if ihc H -’ key is depressed Immediately the 
START key is depressed, and held down until the fall rate is 99, the last drop takes 35s, S inoe 
it then takes 35s for (he Brundle to walk from the drop-zone to home, a minimum time limit ° 
70s is required i.e, 75s-80s is more realistic. 

Any known fix with a disk editor?- 

IG Page G’s New Atari User 
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MICRO DISCOUNT 



265 Chester Road, Streetly, West Midlands. B74 3EA. England 
Tel: 021-353-5730 Or FAX: 021-352-1669 


DISK SOFTWARE 


ARTEFACT E 9.95 

BANG BANK £ 5.95 

BATTLE SHIPS £ 4.50 

HUMANOID £ 5.95 

INSIDE £ 5.95 

IMAGINE £ $.95 


DALLAS QUEST £9.95 
DARKNESS HOUR £5.95 
DARK ABYSS £5.95 
INIEC2E VALDGM I £7 95 
MIDNIGHT £6.95 

MICROX £6 95 

OBLITROID £ 6.95 


SEXVERSl £5,95 
SOUND TRACKER £5,95 
SPECIAL FORCES £6 95 
TAGALON £5,95 

TECHNO NINJA £5.95 
THE LAST 

GUARDIAN £5.95 
THE 0RUNDLES £15.00 
BRUNDLES EDITOR £ 7,50 
THE CURSE £ 6 99 
DROP IT |3D TETRIS) E 5.95 
VICKY E 5.95 

MEGA MAG 7 (3 disk$)£ 4.00 


tmcmnmmAtMBMsofimremywKl 
PC XFORMER only £2L00 


NEW 


ATAR M 020 4 COLOUR PRINT ER PLOTTERS 
ATARI LIGHT PEN & CARTRIDGE SOFTWARE £i S'S 
WIZZTRQWCS 256K 500XL UPG R ADE (PART KIT} 0 

MICRO PRINT CENTRONICS INTERFACE £28m 
'FOXLINK 4 , Cables and software that enable 
you to transfer files between B-btt and PC or ST 

PC KIT £25 * ST KIT £ 3 5 
720k W DISK DRIVE INTERFACE (buM (*> enter£65.oo 
T-34 130XE Polish tank banle game £5^95 

ZONE PATROL The shoot 'em up game Atari 


never released £4 $5 

PRINT LAB XE (r+qult** 130XE) 

1 0 20/ T 029/Epson prin te r uti lity di sK £ e 95 

1050 DRIVE MECHANISMS - New/unused 
factory sealed units direct from Atari USA £25.00 
{why repair when you ran just reprace 7 ) each 


NOW AVAtLABLEl 

MENU PRINT £6.95 

The new disk cataloguing, system from Davrid Davies 


NOW PRINT IN COLOUR ON YOUR 102»f 
1029 COLOURED RIBBONS 
Black £6.50 - Red, Blue, Yellow £7,50 


FULL DETAILS OF ALL THE SPECIAL OFFERS IN DA TA-BASE CATALOGUE Ate. 16 
60 pence for a single copy or £3.60 (postal order) UK 
for 12 Issues. £6.00 Europe; £10 elsewhere Air 


The TIPSTER 


Fooled Yd/ 

It s only some help neededt 


HELP ME! 

Now it is my turn to seek help for an Adven¬ 
ture please In LEATHER GODDESSES 
OF PHOBOS 

(a) Where can I find the Photo of Jean 
Harlow? 

(b) I low do I get pastThorbast when out¬ 
side the spaceship (even when I get his 
sword I can't do It), 

099 

e • e 


IT’S OVER 

And so ends this .quest edition of The Tipster. 
The next one is up to you. Christmas is over , 
this is 1 995 and toe need another u-’ho/e year 
of tipping, hinting, mapping and solving from 
you lot Dig out your favourite games and tell 
us ItoLO you crack them Dig out you no/ so 
favourite games, tuork out where you got 
stuck, and ask for help - someone knours the 
answer. 

Write it all datun - send it all in. There were 
whispers that The Tipsier u>as going to take it 
easy in J 995 hut that's not the ease is it? Bury 
him u,’ith mail j start Luritfmj noiul 

Send it all to; 

THE TIPSTER 
NEW ATARI USER 
P.O. BOX 54 
STAFFORD 
ST16 1DR 


WRITING A GAME 


programming a game 
of your own can be 
quite complex but it 
need not be difficult. 
Ann O'Drisco 11 shows 
how to get started 
with a simple idea 

W riting your own computer game is 
not as difficult as some people im¬ 
agine, The trick is to start simple 
and build it up from there, This article ex¬ 
plains how programming a small, uncompli¬ 
cated maze game might be approached, While 
It doesn’t have "extras" like user defined 
graphics, it does have some of the features 
found in real” games like sound, scoring and 
a reason for playing. In other words, the 
framework in there for the program to be 
developed Into your own personalised game. 

In approaching any program from scratch, 
k's usually a good idea to Jot down a few ideas 
on what you want the program Id do, before 
you go near the keyboard. This would Include 
de tiding on the type of game screen you want, 
whether movement routines should use the 
keyboard or joysticks and, of course, the over- 
**ll purpose of Lhe game itself. For instance, in 
a maze game the starting point might be a 
character who caul move through walls, but 
a flcr that a number of scenarios are possible: 


Should something follow Lhe character. so 
that he has to find the way out quickly? Or 
perhaps he should collect "treasure" from cer¬ 
tain places within the maze? Should there be 
a time limit? What happens when the player 
wins or loses? 

Let's assume that, following an analysis like 
this, we decide that our game will have the 
following features: The "action" will take place 
on a Graphics 1 screen. The symbol will 
be used for the walls of the maze and the 
inverse symbol to represent the maze char¬ 
acter, We will put "dots" or full stops on all 
the places in the maze where there Is not a 
wall and the character, moved with the Joys¬ 
tick, must move over or H eat" the dots. The 
game will end when all the dots are gone. A 
timing routine will be included to give some 
incentive to play, and we’ll put a "Play again" 
option in too. Next, we'll put these Ideas into a 
program, slep by step: 


STEP 1 -Build the Maze 

The maze shape is defined by the DATA 
statements at LIKES 800-940, with each 
DATA line representing a separate row of the 
maze. The symbol is used for Lhe walls 
and the for the spaces in between. Because 
the maze Is symmetrical, the first line Is the 
same as the last, the second is the same as 
the second last, and so on. Our maze is 15 
rows long (15 lines of data) and J5 columns 
wide (15 character spaces across for each 
line). TTiis size just about suits the Graphics I 
screen (20 long by 20 across): we might 
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change the maze size If we used 
another graphics mode. 

LINE 25 of the program DiMensions a 
string called W& which Is big enough 
to hold a single row of ihe maze data. 
LINE 50 puts the computer into 
Graphics 1 mode (and turns off the 
cursor] and LINE 00 places tike maze 
data on this screen: Ihe "RESTORE 
800" command simply tells the com¬ 
puter to start looking for the data at 
LINE 800. The FOR NEXT loop reads 
the first row of data [at LINE 800] and 
prints it on the screen beginning at 
column 2, row 2. It then reads the next 
row (LINE 810) and prints this under¬ 
neath at column 2, row 3 and so on 
until all tine data has been read. 


STEP 2 * Create the 
Eater and move him 


WRITE A G AMf. 
by #mn O'Driscoii 
A HAZE DE MO 


—— a 

YF 6 REM tJ MEW ATARI USER “ FEB Q 

FI> 7 REM . . 

MN ft REM 

WM 25 DIM tRFM Maze Wall 

ZL 30 DTK ASCII REM Eater 

nu 35 DIM es C 1 J ; cs-' 1 ":REM fjlanfe sp ace 
BO 4B ST = 1*0:REM Initial tine to beat 
CZ 49 REM UA * Ml I Jg TI > 1 
CA 50 GRAPHICS 1 IPOKE 752,1 

GG 59 REM - DRAW MAZE WALES 

QU 60 RESTORE BOO : FOB N = B TO 14 f READ W$ : ft 
05ITION 2j»+2i? tJ6 ; H$ : NEKT N 
OK €9 REM -- PUT IN TIME TO BEAT 
MH 7* POSITION 2,0;? »6i"best tine "fit 

IO 79 REM - PUT IN EATER 

VJ 80 H2=9t V2=9:P0SITIQN K2,Y2:? nGjA$ 

CW 89 REM - WAIT FOR KEVPRES5 

BG 90 ? CHRS (12:5 3 ; "t Btflll = Play Fh 

iim = end 1 ' 

PE IBB IF PEEK 153279! 06 AND PEEK 1532791 < 
>3 THEM IBB 

QT IBS IF PEEKC53279J=3 THEN GRAPHICS 0:P 
OKE 75 2, ® : Ct_R SEND 
Tit 1B9 REM — BEGIN GAME SOUND 
KW Ul EUR P—100 TO B STEP —4; SOUND 0,7,1 
0,12;NEKT P 

IA 11* REM -- SET TIMER 

HQ 115 ? CttR5 (1251 ! POKE 19,B:P0KE 20.0 

CO 119 REM _ 

J Z 12B SC=0!GOTO 25B 

ML 149 REM JOYSTICK ROUTINE 

UW 15B S=STICK€03 : IF S-15 THEN ISO 

OP 160 H2“H2+ (5—7 AND K2<16J-tS-H AND * 2 


space 
be at 


Our "eater 1 Is very simple - an inverse IB 
character which we decided on ear¬ 
lier. LINE 30 sets up a string called AS 
to hold the character. This means that. ml 
if we want to show the eater on the uw 

screen, we can use "? #S;AS" to do so. 

LINE 80 sets the initial co-ordinates or 
"starting point" for the eater at the middle of 
the maze (column 9 and row 9J and prints it 
on the screen. 

In BASIC games, simple animation or move¬ 
ment effects can be achieved by printing a 
character, rubbing it out and then printing it 
again at a new position, "Rubbing out" either 
means putting back the old background or 
something else. In this program, we want our 
character to "cat" the dots as he passes over 
them, so we will print a space: when he leaves. 
Also, if he moves into a blank area to begin 
with, we will "erase" him when he goes by 
reprinting the space again, LINE 35 sets up a 
string called RS to hold one blank character 
to be used in the nibbing out routines. Now 


JI 120 
ML 149 
UH 150 
OP 160 


we can use n ? #6:118" to indicate that the eater 
has left a particular screen position. 

The program uses X2 and Y2 to show the 
current column and row positions of the eater 
and X I and Yl to show the previous or "old 
column and row positions. Moving die Joys¬ 
tick right or left updates the X2 position; up 
and down move merits update the Y2 position. 
X2 and Y2 must keep within the maze limits 
too: Neither X2 or Y2 ran fa]] below 2 or go 
above 16 because this is where we’ve put cur 
maze on the screen. The compact routine at 
LINES 150-170 takes care of all of this First, 
the computer is told to stay at LINE 150 if 11 ^ 
joystick is stationery (S=15). LINE 160 adds 
to the value of X2 if the joystick is pushed 
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0|£ J.7B Y2 = Y2+ C5 = 13 AND Y2 <lf>) - CS=H AND Y 
2>2J 

TP I8B POSITION Ml,VI:? »fc;BS:REM Hub OUT 
Old position 

rt 190 LOCATE H2,V2,R;REM locate column, 
row, ascii code 

fR zee if a=is then sound 0,150 ,ig,bifor 

t>=i TO 20 : NEKT D: SOUND B , 0, », ®:K2=H1: Y 
2=V1:GOTO ZSB:REM Hit WAlt 
AZ 21 B IF 0-46 THEN 5G=SC+1:REM Hit dot 
XU 250 POSITION M2,V2:PRINT U6;A$ 
fl0 Z6B IF 5C-J.10 THEN 30B 


GAMF OJER T NO DOTS LEFT 


jN 270 Xl-H2:Y1=Y2 
0A 280 GOT□ 15B 
06 2^9 REM 

MI 3«B T^INTCtPEEKtl9JN256+PEEKt20J>/50T 
OR 310 P=120!IF T<BT THEN BT^T:P=12 
MI 328 POSITION 12,0!? SG ; B Y ; M ** 

ZO S3® EOfi N”I TO 3!SOUND B,F,10,8iFOR D= 
1 TO 4BINEKT D:SOUND 0,0,0,fl:NEKT N 


BK 

340 

GOTO 

6® 

YL 

799 

REM 1 

DA 

ZJ 

00 0 

DATA 

tot 

0Y 

010 

DATA 

8, 

JM 

B2B 

DATA 

a. 

A9 

630 

DATA 

a. 

HK 

84B 

DATA 

a , 

J5 

056 

DATA 

a.: 

AY 

060 

DATA 

u, 

UM 

870 

DATA 

as 

BC 

®B0 

DATA 

a. 

KA 

090 

DATA 

a. 

KD 

900 

DATA 

n . 

At* 

910 

DATA 

a. 

JH 

920 

DATA 

a. 

PD 

93® 

DATA 

a . 

zs 

940 

DATA 

as 


. * a 


„ n , n , ii, ix, , , n 


. tin 


8 


. , T ti. ti + . , . r U 


him 150-170 Update X2 and Y2 
LINE 180 Rub out at XI, Yl 
LINE 250 Print eater at X2, Y2 
LINE 270 SetXl =X2 and Yl = Y2 (ix, 
store last positions) 

LINE 380 Go back to LINE 150 


STEP 3 - Put in the 
START Routine 

As LINE 80 has our eater stuck In the 
middle of the maze, now might be a 
good time to move him into the game 
by introducing the START routine, 

LINE 90 clears the text window and 
Invites the player to press the START or 
OPTION console keys. LINE 10O waits 
until one or other Is pressed. LINE 105 
ends Lhc game If you press OPTION, 
otherwise the main play loop begins, 
LINE 110 has a short sound routine to 
get the player ready and then LINE 
120 "catapults" the eater into the mid¬ 
dle of the joystick movement routine (to 
LINE 250), If you test the program at 
this stage you will And that, while the 
eater moves quite well, it erases every¬ 
thing it passes by - including the maze 
wails. Also, while it cats the dots, the 


right (Sa7), provided X2 isn’t at the maximum "game" goes on forever, even when the screen 
value. The same line subtracts 1 from the is cleared. We can take cane of these problems 


value of X2 if the Joystick is pushed left 
(5= 11), provided X2 Is above the minimum, 
LINE 170 follows the same principles for up 
(S—14) and down (S=13J movement, and up¬ 
dates Y2 accordingly. 

LINE 250 pT the listing prints the eater at the 
new X2, Y2 position. LINE 270 then turns 
these lxj- ordinates into the "old" co-ordinates 
so that l hc cater may be rubbed out. and 
LINE 280 sends the program back to get the 
next X2 and Y2 values. At tills stage we are 
ti on die way to completing the movement 
loop routine, which now looks like this; 


if we check the eater s screen co-ordinates 
when he moves:- 

STEP 4 - Detecting 
Screen Positions 

Having updated the screen co-ordinates at 
LINES 160-170 and rubbed out Lhc old loca¬ 
tion at LINE 180, we next find out what is at 
Lhc eater’s new screen position. Obviously, we 
can’t have him walking through the walls of 
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DISK BONUS 


the maze. We also want to know when a dot Is 
eaten”. The Atari uses the LOCATE command 
to give the ASCII code for the character resid¬ 
ing at particular screen co-ordinates. It takes 
the form 

LOCATE column, row, ASCII cod® 

All the ASCII codes are given at the back of 
your computer manual. The ones we're In- 
irrested in arc the hatch symbol (ASCII=35) 
for the walls and the full stop symbol 
(ASCII-46) for the dots. 

LINE 200 checks to see if the new position 
contains maze wall (Q=35). As moving into a 
space occupied by the wall is not allowed, the 
computer gives a "disapproving” sound. Next, 
the "old 41 or last co-ordinates are restored - in 
Tier words, the computer is told to forget 
about the proposed move and the wall co¬ 
ordinates are dropped. Then the program is 
sent on to LINE 250 

LINE 210 checks to see if the new position 
contains a full stop (Q=4G), Our game specifi¬ 
cation says the asterisk character must h eat H 
or move over all the full stops, so we'll need to 
keep a track of when he meets these. The 
simplest way to do this Is to have a counter or 
score which goes up by 1 when X2, Y2 hits a 
dot LINE 210 does this, having set the score 
at 0 before the game started (LINE 120). LINE 
250 prints the cater over the dot There are 
111 dots in the maze altogether. When the 
game starts, our eater is sitting' on a dot in 
the middle of the maze. This means he must 
cat 110 dots to clear the maze and end the 
game. LINE 2G0 sends the program to the 
game over routine when SC reaches 110- 
Otherwise, the XI and Yl co-ordinates are set 
up and the Joystick movement loop continues, 
as explained above in Step 2. 


STEF 5 - Fuf in a Timer 

As it stands, the game isn't much good be¬ 
cause, even though It works, there's no Incen¬ 
tive to play - there arc no 'haddies", there's no 
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high score”, and it doesn't really matter if 
you take all day to clear the maze. With just 
few extra lines of programming, we can rectify 
this by introducing a liming routine: 

LINE 113 sets two or the Atari's "realtime 
clock'' registers (at memory locations 19 and 
20) to zero before the game starts, LINE 300 
reads them at t he end to see how many 
seconds have elapsed - The contents of mem* 
ory location 20 go up by 1 every ] /50 seconds 
and. when it reaches 255 (after 250/50 or 5. ] 
seconds) it nudges memory location 19 up by 
one. goes back to 0 itself and starts increme¬ 
nting again. It follows that the value in mem¬ 
ory location 19, found by PEEK(19), tells us 
that that location 20 has gone from 0 to 255 
that many times. Each time took 256/50 
seconds, so PEEK(19) X 256/50 plus 
PEEK[2Q)/50 gives us seconds taken to com¬ 
plete the game. This Is what LINE 300 calcu¬ 
lates. LINE 310 compares this value wflh the 
previous "Best Time" (BT) and updates If 
appropriate. 


STEP 6 - Final Routines 

Now all that remains is for us to put in the 
"game over” and "play again" options, LINE 
330 looks after the two possible "game over" 
sounds. The second Value in the Atari’s sound 
command controls the pilch. The game uses 
one pitch (I J ^12) when the previous best time 
is beaten and a different pilch (P- ! 20) other¬ 
wise. These values arc set in LI NE 310, The 
initial lime to beat is set at 100 In IdNE 40. 
Finally. LINE 340 directs the program back to 
LINE CO, the maze is redrawn and ihe compu¬ 
ter waits for STAHT {new game) or OPTION 
(finish up) to be pressed, 

,, and thafs about it. Additional features like 
a title screen, obstacles which prevent a cle&r^ 
run through the maze, or perhaps a 1 level 2 
level 1” is completed within a certain lim* " 
may a]] be incorporated once the basic bull ^ 
ing blocks are in place. 
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AN ADVENTURE DOUBLE! 

THE SINCLAIR EXPERIMENT 

by Antony Weir 

Somewhere in the heart ol England, the noioiious professor Sinclair works on his amazing discovery ■ 
ChronoKmeiics - that's tima craven do you and me. He has threatened to transport the Earih back to before tha 
beginning of time >f his demands are not mei. Realising chat thus would mean the resurrection of the ZX-fltJ, the 
WSQ (World Security Organisation) sent you and a certain Miss X' to bring Sinclair to justice and descry hrs 
machine. You were both caught by Sinclair s hoods, You have managed to escape, bul Mss X ts still a prisoner. 
You find yourself alone and unarmed in an unfamiliar town, with your companion to rescue and a mission still 
to eompteie... 

The Sinclair Experiment is the usual type of text adventure with the standard two word vocabulary. Nouns can 
be shortened no just the first four letters but note that verbs must be typed in lull. To play, simply boot the disk 
with Basic but ensure that the disk is left in the drive as the program accesses various files during play. 

There is both a Cheat mode and a Help facility. The cheat mode enables you to go direct to certain locations. 
While holding CONTROL, type LOG. Press ESC and type ESC CONTROL =. followed by a space. Then type 
in the number of the location you wish to go to. 

Tlwe is a separate HELP program that car be caJfed up from the main game. To use it, first save your currant 
status (SAVE CAME), Now press P at the location where you need help. Remember the number and type HELP. 
You will see a menu giving you three types of due. Give your location number and you will receive some sort 
of hint as to what to do next You can then go back to tfie menu and select option 6 to return to the mam program. 
Restore your position (LOAD GAME) and you can carry on. 

SPACEWRECK 

by John Young 

In thus adventure you find yourself marooned on a wrecked spaceship drifting in an asteroid belt, your objective 
is simply to get yourself rescued. 

Commands can be either one word or verb-noun, and you need only type the first four Jeffers of each. The 
state of play can be saved to disk, this bong advisable before doing anything that may be dangerous The 
"ol owmg is e list of often-used commands, bul quite a few others ate possible. 

ONE WORD; NORTH (N). EAST (E). SOUTH (S). WEST (W). UP (U), DOWN (D), SAVE, LOAD (RESTORE), 

INVENTORY (I), QUIT (Q) 

VERB-NOUN - TAKE (GET), DROP (LEAVE), EXAMINE (LOOK), OPEN. CLOSE, FIT (FIX), REMOVE, GIVE 

if your attempt to communicate is not understood, try rephrasing it, and remember that all valid commands must 
make sense in ?wo words. A last hint: EXAMine everything. 

f'rtin it you have never played an adventure before you ehouki find these two programs enjoyable. Give tfierrr 0 go! 


THE ADVENTURE DOUBLE is available only on the New Atari User 
Issue 70 disk. Disk subscribers will have received their copy with 
the magazine but the disk can be ordered separately for £2*95 from 
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR. Access or Visa 
orders can be accepted by telephone on 0785 213928 
THE NAU ISSUE DISK OFTEN CONTAINS EXTRA BONUS PROGRAMS NOT LISTED IN THE MAGAZINE 
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TYPE-IN & DISK 





lose interest if they die time and time again, 
You can only move left and right but you can 
jump by pressing the trigger and moving the 
Joystick in the desired direction. Most caves 
need a certain strategy in order to collect all 
the gold pieces, You will find teleporters, dis¬ 
appearing bridges and some nasty things. 
That's really all I have to lell you about the 
caves. 


Robert de Letter 
demonstrates with 
his first ever game 
that you do not need 
fancy machine code 
programming to 
write a quality game 
- just imagination 
and Turbo Basic! 

E ver since 1 bought my first Atari in 

1QR4 I always wanted to write a game. 
Some utilities I wrote have been pub¬ 
lished in Page 6 as has a word game (Guess 
and Count). Some time ago I finally decided to 
write a platform or run and jump L game. 

The Caves of Ctulhi Is based around a Ger¬ 
man Public Domain program The Dungeons 
of Xotha 1 . 1 always loved that game so I de¬ 
cided to use it as a basis and enhance the 
original to use some of the excellent features 
of the Atari. I rewrote die whole character set, 
added a wizard, some more dungeons, most 
sound effects. booby traps, magic and an exit 
to the next cave. After a couple of weeks 1 
decided to re-write the whole program in 
IS 


Turbo Basic to try and speed it up. 1 now 
really have seen the speed of that language! 

One of the reasons I like this game is that it 
is written for us older people! No dull chasing 
monsters and no clock whose only purpose Is 
to reach the zero counicr in no time at all, if 
you think, however, that it is going to be easy, 
think again. It isn’t! 

There are no .fancy player missile graphics 
controlled by machine language as all player 
movement is done by COLOR, PLOT and LO¬ 
CATE commands. The COLOR command 
accepts both ALasei and Internal codes, so 
several colours can be plotted in a Graphics 1 
screen. Turbo Basic allows plenty of speed 
using just Basic commands, in fact in some 
sections 1 have had to slow the program 
down. 


THE STORY SO FAR... 

In die Hy bo re an age, Cohnan was sent out 
by his King to find the Necronamicon’, the 
fabled book of death, a book that gives you 
unlimited power, Cohnan has journeyed far to 
recover the book which was last located In the 
Ct.honka hills, but one of the Guardians of the 
book, the beautiful witch Winonkha. has mis¬ 
led Cohnan and he is stranded in The Caves 
of Ctulhi’, Me must go til rough 10 caves be- 
fore he can enter the Dragon Room where he 
believes the book may lie. 

The doors of each cave arc guarded and can 



fore you ran open the door to the next 
dungeon. In each level you also have to meet 
the invisible Wizard who will give you an 
amulet. You can open the door without 
amulet, but don't forget It. there is no way 
back! When you have reached the final cave 
you must give CTULHI 10 amulets to become 
free. 

Finding the wizard Is not a difficult task, but 
Hie wizard is placed randomly in every cave. 
The sooner you meet him the higher your 
scone is. In the seventh dungeon you have the 
chance to gain an extra amulet. I will noL tell 
you how. a I (hough it's very easy you will 
probably never find it!, 

Onre an amulet is yours 
L Is placed at the top of 
die screen. In die third 
and ninth caves you 
a life. I realise, pro¬ 
fessional players do not 
coed an extra life but 
other players may soon 


KEEPING SCORE 

At the top of the screen you will see (from left 
to right): your score, the amulet symbol, 
Turbo Basics internal clock [TIMES] ...just to 
see how long it takes to find the wizard, your 
lives and the number of the cave. 

The less time it takes to open the door the 
higher your bonus points are. If you quit the 
game and decide to play again press RESET 
before running the program again. 

As I said earlier I have had to slow the game 
down but if you want to see Turbo Basic in all 
its glory leave out some of the PAUSE com¬ 
mands. especially PAUSE %2 in line 200. 

I had originally planned In have a good fight 
against the dragon in Ihe final cave but 1 ran 
into a memory conflict. If somebody has a 
solution, please let me know. 

The game slants with a smashing 'Curtain 
Kaiser' written by Daniel Lea and published 
earlier in New Atari User. If you are still an 
avid user E3 four wonderful 8-bit computer. 
Daniel, 1 wonder if you have more of these 
magnificent little gems? 

So, (hat's all. Enjoy the caves and Good Luck, 


only be opened by bribery. Cohnan (you) 
must collect 10 gold pieces in every cave be 
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THE LISTING 

The Caves of Ctulhi is included on this issues disk 
ready to run. If you would like to type in the listing 
(remember it is written in Turbo Basic/ a printed copy 
I withfull TYPO 3 codes can be obtained Jfree of charge 
from New Atari User. Check the inside back cover for 
details of henv to obtain a copy. 


Page 6 r s New Atari User 



























Features 


and @PWI@IN]; 




THE HISTORY OF ATARI 


Atari have gone 
from being a small 
games console 
manufacturer to 

being .a small 

games console 
manufacturer . But 
something must 
have happened 
along the way? 
Pierre Andre 
Berthault-Meca 
investigates and 
reports 


F irstly, before you read tills article, J 

wou Id like to apologise for a phrase In 
an article [ wrote for New Atari User a 
few issues ago which has been very badly 
received in France, The line "1 hate French 
people, they only think of themselves" was 
written when I was very angry at certain 
French companies not supporting the Atari, 
bet me ensure French readers that I am very 
proud to be French and I'm also very proud of 
my culture, so don’t worry French readers I’m 
not a threat to the nation! 

N ow the purpose of tills article is to 

take a look how Atari have fared over 
the years. so let’s begin at the very 
beginning anti take a trip through good times 
and bad to sec where we are today. 

Nolan Bushnell is bom. 


Nolan Iiushnell studies elec¬ 
tricity in his college. During 
die summer of die same y ear, he lakes a job 
in charge of an attraction park. He will say 
later: "I always had a weakness for frivolity. 

So I told myself that technology could also 
lead to pleasure ..." 

1 QT 1 Inspired by the computer work 

I 7 / I of his colleague at university- 
Nolan Bushnell creates and manufactures > is 
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APPLE had not yet released the APPLE II and 
WARNER didn’t want to delay their entry into 
this new market), In a few years time the 
400/800 will be sold in Europe. 

1 Q T Qf Even though they are veiy ex- 
7 / / pensive, die ATARI computers 
Q 0 find their public. The fact that 
/ O they have great graphics (1 28 
colours with die CTIA chip), four sound chan¬ 
nels and incredible games (STAR RAIDERS 
was already there!} makes them much more 
attractive than the APPLE II {one colour and 
no sound). At this time, with Ihc 400/800 
computers and the VCS2600, ATARI really 
was the master of the computer games 
market. < 

1071 The "PONG" game is so sue- 1 OftO ^ARI decides to release a 

1 7 / V cessful lhal ATARI decides to I 7U fa new range of home computers, 

start developing a "VIDEO COMPUTER SYS- the XL line. Totally compatible with die 
TENT while continuing to release new games 400/800 range, die XL will have a new 
onto die arcade market. graphic chip - the GTIA chip - which can give 

256 colours at the same lime: a revised Oper- 
1 Q T Z ATARI releases the ’VIDEO a Ling System and a new design, The first 

I 7 / W COMPUTER SYSTEM 2600" or machine to see the light ofday should have 

VCS 2600 H . This new video game machine Is been the ATARI 1200X1.. In parallel with the 

so successful that by 1984 18 million units 1200XL, ATARI released the VIDEO COMPU- 

will have been sold in the world and by 1990, TER SYSTEM 5200. Totally compatible with 
25 million! the VCS260G. the 5200 has improved 

graphics and sound and competes with the 

1 0 7 A WUh lhc salcs of lhc VCS 260G CBS COLECQVISIGN system in the United 

I / / O and Us controlling position in States. 

thc arcade market. ATARI has become a S15 

million empire. In the same year, Nolan Bush- 1 0 Q 0 Th c ^ARI 1200XL has not 

rie]| sells ATAIJI to WARNER COMMUNICA- I 7 00 really been well received by 

TONS. A condition of die sale is that Nolan the critics, ATARI therefore decide to speed up 

Rushnell won't form any company able to lhc launch of the 6Q0XL. the 800XL. the 

compete with ATARI within the next 8 years. ] 45GXL and its disk drive based version, the 

I450XLD. 'the sales didn’t sake off and to lhc 
WARNER, now owner of tell the truth, the real winner in the home 

ATARI, decides to release the computer market this year is the COMMOD- 

T Q T rt ATARI 400/800 computers ORE 64, We must even admiL that a lot of 

I 7 § 7 but only in the American and 400/800 users have gone over to the COM- 

Canadian markets. The development of these MODORE camp. Even Sid Meier, the world 

computers started under Nolan Bushnell’s famous programmer of Micro prose, moved to 

presidency but WARNER BROS, decide to the C64. The ATARI machines were really 

decelerate their final release {simply because equal to (and in graphics and sound even 
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first video game "COMPUTER SPACE’ 1 . Too 
advanced for its own epoch, the game will be 
a commercial failure. 

Not discouraged by this down¬ 
turn, Nolan Bushnell founds 
his own company which he calls ATARI 
(which in Japanese means checkmate in the 
GO game) and releases PONG" on the mar¬ 
ket. At this time the market was represented 
only by the arcade games that you can sec in 
a pub or bistro. PONG was an incredible suc¬ 
cess! Legend says that Nolan Bushnell cre¬ 
ated ATARI with $250, a bottle of rum and a 
garage. He will say later: 'Everything is true 
except the garage, it uxis the bedroom of my 
daughter that l transformed into a laboratory .“ 
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better than) the C64 and the price was the 
same so why did ALari not succeed? The C64 
was, of course, total(y new and the ATARI XL 
machines were called by the critics the "new 
old range oTATARI computers" but that's not 
alL 

[Jo you know a chap named Morgan, Janies 
Morgan (not Bond, James Bond!)? This man 
was president of ATARI for one year and a 
half, When WARNER realised what a disaster 

41 

the launch or the XL range has been, they 
decide to engage James Morgan who was. at 
the time, president of Philip Morris, the 
cigarette manufacturer. When James Morgan 
arrived, he made redundancies (under WAR¬ 
NER there were 9500 employees and when 
Morgan left there were only 5000 left). Unable 
to reduce Lhe cost of manufacture of the com¬ 
puters, the first decision he took - still very 
contested today - was to freeze all hardware 
and software development for three months. 
This period was really crucial, as all the com¬ 
petitors were launching new improved hard¬ 
ware and ATARI was definitely losing the bat¬ 
tle against COMMODORE, as it turned out, 
forever, Morgan, attempting to stay in the 
market of the $500 home computer where 
COMMODORE was predominant, costs ATARI 
a one year delay In the market. Also, a bad 
choice of chip manufacturer means that the 
XL machines are only available for seven 
months of 1984 and the impossibility of mak¬ 
ing a profit In 1984 leads WARNER to sell 
ATARI, 

1 Ofi/f ^ n ^ uneL ' at The Consumer 

I /Electronic Show in Chicago, 
ATARI releases its new VIDEO GAME SYS¬ 
TEM: THE ATARI 7800, The critics said only 
one thing "terrifying". The ATARI CLASSIC 
possibilities in sounds and graphics were 
really surpassed. The ATARI 7800 will enjoy 
some success irk Us own market, before tire 
Sega and Nintendo invasion. Even in 1994, 
Die 7800 is still a good buy, with many incre¬ 
dible and recent games. During July and Au¬ 
gust. negotiation? take place between TRA- 
M1 EL TEC H NOIX)GY. a company created by 


Jack Tramiel (ex-president of COMMODORr; 
and WARNER COMMUNICATIONS which has 
decided to sell ATARI to anyone who can pay 
for it, (During 1984, WARNER needed a lot of 
capital to finance a fight against Rupert Mur¬ 
doch, tiie press magnate, who wanted to take 
control of WARNER BROS.). 

One month before these negotiations, ATARI 
announces catastrophic results. In 1983. 
each dollar of material sold, ATARI loses 50 
cents and its market acLMLy is equal to only 
half of the activity of 1982. ATARI lost 538.6 
million dollars on a turnover of 1,1 billion 
dollars. In the first four months of 1984, the 
loss was "only" 35 million dollars. ATARI had 
drifted a long way from the 323 million dollar 
profit and 2 billion dollar turnover of 1982, 

An agreement was signed with Jack Tramicl 
for Warner to sell Atari for S240 million but 
the transaction was very unfavourable for 
WARNER which was not receiving actual 
cash, only stocks, 

One week only after having bought ATARI. 
Tramiel made 900 redundancies in the 
States. There were only 200 people left in the 
Sunnyvale headquarters (only financial ser¬ 
vices, development and the directors]- The 
factory in El Paso (Texas) closed and the con¬ 
tract with the firm which was manufacturing 
the 8GQXL was broken The 8QGXL would, 
henceforth, be manufactured in Taiwan, Tra- 
mid said 'The video games market, as the 
home computer market, is still full of possibi¬ 
lities, and we had to give ATARI a new men¬ 
tality for a new departure". 

1 Oft E During the Consumer Electro- 

I g Ov nic Shfjw in l-as Vegas (only 
six months after the purchase of ATARI by the 
Tramiel Family). ATARI was showing six new 
computers: the ATARI 65XE, XEM, XEP and 
the ATARI I30XE for the eight hits (Only the 
65XE and the 3 3GXE will be released) and the 
ATARI 52GST and 1040ST for the sixteen biLs. 
This was a real declaration of war against IB 
and APPLE - a real sixteen bit at the price of 
the old ATARI 800! - a fight that ATARI wll 
win in Europe. 1985 represents the last year 
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of disk based software produced by ATAJd for 
the 8-BIT. 

1 OftA The ST is a hot seller in 
| / 00 Europe, The 130XE has a dis¬ 
creet career. 

1 Oft 7 At Consumer Electronic 

17 U / Show in Las Vegas (January), 
ATARI releases the XE VIDEO GAME SYSTEM 
which is nothing else lhan a G5XE with a 
separate keyboard, and a light gun. The 
XEGS, as we call it. has never been a hot 
seller, ATARI could have modified the internal 
hardware to improve the graphics and sounds 
but they did nothing. The only good news 
from the launch of the XEGS comes from the 
fa cl that a lot of oldies but goodies" games 
become available on cartridge. Atari also re¬ 
leases the MEGA ST systems, In Europe, the 
ST really becomes predominant and the 
COMMODORE AMIGA is really far behind In 
France, many consider the XEGS to be an 
error, if ATARI really wanted a game syslem, 
why not simply improve tire ATARI 7800 
situation against Sega and Nintendo? 

1 Oft ft ATARI rclcases the STACY 

I / 00 which is an ST portable. The 
critics will find it very useful but ATARI in¬ 
stead tries to create another new market in 
presenting ihe I’QRTFOLIO, an IBM compati¬ 
ble portable which is no bigger than a VCR 
tape! On the 8-BIT scene. ATARI present? the 
XF551, (lie now famous double density d rive, 

T ft Q Q The last cartridges are re 
I/O/ leased for the ATARI CLASSIC 
and the last hardware improvement for the 
8-BIT is the XEP8Q extension which gives the 
Ci^SSIC real 80 column ability. Word proces¬ 
sing WYSIWYG (What You See Is What You 
Gel) is no longer science fie lion for 8-BIT 
owners. ATARI also releases the LYNX (de¬ 
veloped by EPYX), a portable colour video 
game system, and improves the 5T Internal 
hardware: The ST' becomes the SIE (4096 
colours eta). 


1 ft ft ft No more development for the 
m m U ATARI CLASSIC computers. 

1 QO/I ATARI will release the ATARI 
JTHtT, the FALCON and the 
JAGUAR, ATARI will also make a lot of effort 
to release great games for the LYNX (which is, 
as the 7800 was, a success even if Lhe sales 
stay way behind Sega and Nintendo). 

1 00ft Sokwarc kr ST goes the 
I / 7 V same way as the XL/XE with 
most companies announcing their last ST title 
(and many more not even bothering), ATARI 
concentrate entirely on the Jaguar. Manufac¬ 
turing is now done by IBM and games are 
developed by outside companies, 

_ f 

A A I n With the exception of the 
Ml M U ATARI CI^SSIC and the 
TUT K|0 ATARI ST, it seems that, In the 
1 L | 1 S more recent years. ATARI has 
released a lot of machines which haven’t been 
a great success but have found a small pub¬ 
lic. Can we hope that ATARI will be. as in the 
past, one of (he top video games enterprises 
with Lhe Jaguar? 1 would hope so, as the 
Jaguar has had some incredible reviews in 
France and in the States. But Atari have only 
tills year to get it right as mm panics like Sony 
and Nintendo will launch machines as good 
as the Jaguar by the end of Lhe year. These 
companies can afford to spend more on 
advertising than Atari’s entire turnover, 

1 00 A Will ATARI join Commodore 
I 770 (who would have expected 

them to go into liquidation?) or will they final¬ 
ly turn their success with invention into the 
long awaited successs in (he market place? 

I hope you have enjoyed this travel (hrough 
ATARI history. In my next article I will explain 
everything about the cartridges released by 
ATARI for the 8-BIT. A lot of mysteries will be 
solved. You will know everything (references, 
revisions, boxes arid different packaging, un¬ 
available cartridges etc.). See you then! # 
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The CLASSIC 




A s part of the latest cultural exchange 
between Earth and AtartS tue have 
agreed to take part in a musical show¬ 
case on the planet Demon, known throughout 
the Classic PD Zone as the Hanei of Song, 
Here is the complete showcase from Earth. 


PD Z09& 


themes from Storm, Extirpator and Jet Set 
Willy. 

Music Show is a good disk for showing off 
your Atari 8-bit’s musical capabilities. 

CLASSIC PD ZOJVE BATING: 73% 


AND THE BAND 


SWEET MUSIC 

Let’s start with music that owes its very 
being to the Atari computer. MUSIC SHOW 
showcases music specifically written for com¬ 
puter games and comprises a collection of 28 
music tracks taken from 16 commercial 
games oT the 1980s. 

After a very Impressive introduction, featur¬ 
ing a colourful kaleidoscope pulsating to the 
main music from Draconus, you are pre¬ 
sented with the first of two menus, At these 
menus you can play popular tracks by Adam 
Gilmore. Chris Murray, Rob Hubbard and a 
host of other Atari 8-htt programmers. The 
tracks come from games such as Winter 
Olympiad 8B, Draconus, BMX Simulator, 
Submission, Red Max. Warhawk, etc. 
Obviously, if you own most of the games then 
Music Show will not have anything new to 
offer you. 1 suppose there is still the advan¬ 
tage of having all the tracks together on one 
disk. 

If you don't own many of these games and 
you’re a fan of computer music then you 
really should listen to some of the tracks 
included. There are six excellent tunes from 
Draconus, two from Milk Race which are nol 
to be missed T and some excellent main 


PLAYS ON... 

If you prefer music that's not written for 
computer games you can check out a couple 
of other music disks. 

MUSIC FLAYEJt I contains 18 tracks - 9 
classical and 9 contemporary. They range 
from compositions by Bach and Beethoven to 
modem rock tracks. You simply move the 
cursor up and down the list of tracks and 
select one by pressing Return. Once selected, 
you move onto the main playback screen. 
Here the track is played bolh audibly and 
visually. A large horizontal graphic equalizer 
pulsates to the track whilst an on-screen 
keyboard displays the notes being played. 

MUSIC PLAYER 2 is exactly the same 
program, only the tracks are different. Tills 
time there are 14 tracks for you to enjoy. 

Overall, die Music Player disks are quite 
enjoyable. The graphic equalizer and tin- 
screen keyboard certainly bring life to the 
tracks. Nothing new, but a good effort never¬ 
theless. 

CLASSIC PD ZOJVE RATING: 
MUSIC PLAYER 1; 70% 
MUSIC PLAYER 2: 69% 
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AND ON... 


Kcmal Ezcan of KE-Soft is known to enjoy 
composing music on his Atari 8-bit, If you 
own any of his F J D or commercial programs 
you will no doubt have heard his work. 

SUPEH SOUND contains the Supersynth- 
esizer file player by Kcmal Ezcan and a collec¬ 
tion of 26 musical tracks. Some of the tracks 
are good, some are average and some, unfor¬ 
tunately. are awful. Just listen to the terrible 
versions of the Dallas theme and Axel F, - 
you'll soon be reaching for die power switch 
at the back of your computer (after you've had 
a good laugh]. 

Thankfully, most oT the tracks are either 
good or average. All of them are written in 
BASIC so could easily be used In your own 
programs. They range from original composi¬ 
tions to cover versions of popular songs (Ox- 
ygene Part 2, Telstar. Spanish Eyes. Popcorn, 
etc.). A gtxid example of a musical showcase 
programmed in BASIC. 

CLASSIC PD ZONE BATING: 6 K 


..AND ON! 

For many, the name Gary Gilbertson con¬ 
jures up images of wonderfully original com¬ 
positions. If you liave experienced the songs 
during the opening sequences of Datasoft's 
Alternate Reality series then you'll know what 
to expect from the next disk. 

A.M*P. MUSIC is a demo disk of eight 
songs, all written by Gary Gilbertson, Play¬ 
back is via f J htltp Price's Advanced Music Pro¬ 
fessor (A.M.P.j. Back in 1982, Price and Gil¬ 
bertson authored the now classic shuol-em- 
up Tail of the Beta Lyrae (released by Data- 
most in 1983), A.M,P, V3.0 came out soon 
after. Next came many more versions of 
A.M.P. and a host of new songs throughout 


1982 and 1983. Their greatest work was still 
to come. Alternate Reality: The Cily was re¬ 
leased by Daiasoft in 1985. Gary Gilbertson 
went on to write the music for Alternate Real¬ 
ity: The Dungeon (1986), Philip Price pro¬ 
duced many different versions of A M P. (I 
believe VI 1.4 was his final version]. 

Gary Gilbertson’s work is impressive no mat¬ 
ter which version of A.M.P, is utilized for play¬ 
back. The m ix of programming and musical 
talent Is there for all to see on A.M.P. Music. 

In action A,M.P, is a Joy to watch as well as 
listen to. It centres around a black screen and 
four thin bars, These are coloured blue, pur¬ 
ple, red and green. Each represents a channel 
of sound during playback. They move left and 
right across the screen as the notes change, 
and increase and decrease in height depen¬ 
dent on the level of volume. 

The early versions of A.M.P. look basic. The 
bars are too thin and look like cocktail sticks, 
They flash quickly and are hard to follow at 
times. The mid-late versions of A,M,P, are 
much more impressive and very similar in 
presentation. They begin with a title screen 
displaying the version number and song title. 
The playback screen is more polished. The 
bars are thicker (they look like coloured pen¬ 
cils) and their movement is smoother. There 
is also the advantage of timed lyrics which are 
displayed at lire centre of the screen line by 
line superimposed over the bars. It all works 
very well! 

The eight songs on the disk are split into two 
groups: Four from 1982 (with playback on 
early versions of A.M.P,) and four from 1983 
Ip]aved on the more familiar version). All eight 
songs on Ure disk are excellent. The four from 

1983 are quite simply superbf Here are some 

with 

Stuart Murray as 
your Tour Guide 
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brief descriptions beginning with those from 
1983: 

Face Is a long collection of different pieces. It 
sounds very much like a Star Trek movie 
soundtrack, Passionately and All Were I are 
wonderfully bouncy tunes with slng-a-long 
lyrics, You can't help but join in! The final 
track from 1983 Is Say the Things, It Is a Jove 
song with humorous lyrics, e.g. 

"Can this really be, 

You're 1 eighteen 

Pm ninety-three. 

It must ho ioue' 

The lyrics for J^ossibnri/cdy, .All Were I and 
Say the Things have the advantage of high¬ 
lighted syllables whilst each line Is displayed. 
This allows you to slng-a-long with ease. 

The four 1983 tracks alone make the disk 
excellent value for money, however there is 
more A.M.P, magic to enjoy with the songs 
from L982 Included as a bonus. Alien fs a 
spooky, unpredictable Instrumental track 
with great atmosphere. Arab Afairy and Past 
j\ r auy are again Instrumental tracks. They arc 
both veiy fast and sound like part of a laser 
hghtshow. Post Navy is longer and has more 
going on. It even slows down In the middle 
and transforms into a love song. 

Frog sounds like a sting from a stage music¬ 
al. It has some lyrics which scroll slow]y 
across the top of the screen (unfortunately 
not in tempo with the music). You could see 
Philip Price was moving towards his more 
familiar version of A M.P, at the time. 

With eight excellent songs together on one 
disk, A.M.P, Music is outstanding both In 
quality and value for money. If you enjoy 
computer music you really should get this 
disk, Cary Gilbertson is a master at work! 

CLASSIC PD ZONE RATING: 88% 


M0REA.M.P. MAGIC 

If you would like to hear more A-M.P, tracks 
by Gary Gilbertson then check out MORE 
PASSIONATE MUSIC , It contains the four 
songs he wrote for Da tamos t CRobotman'; 
Airs trike' 'Cosmic Tunnels’ and ’Monster 
Smash ) as well as a first cut of Alternate 
Reality' which sounds nothing like the final 
version. Also on tire disk Is a very interesting 
text file containing a brief history of A.M.P. 

CLASSIC PD ZOJYE BATING: 84% 


I hope ourJriends from A tartS erifoy Earth’s 
musical shoiucasi 1 . fuels just hope that tuhtm 
we attend the Pudosian shoivcase there is no 
not'd to u&e our special-edition Air AtariS 
sound deflectorsr 77*? last time these were 
irriadc standard issue mas during a mission 
back on. .Earth many, many poors ago, The 
mission was to Stafford, UK, where three Air 
ALariS representatives had to negotiate Leith 
Page 6 Ihiblishing. The editor uxis playing his 
CP s token they amued! Only one representa* 
line returned to headquarters, and he iocls on 
the edge of insanity grasping his ears and 
pleading for silence. /Must hnoe been one of 
those Scottish bands like Ihtnrig! EdJ 

Say if bud, '8-bit and proud F 

The disks reviewed have beent 
DISK 69 - MORE PASSIONATE MVSIC 
DISK 131 - A.M.P, MUSIC 
DISK 1 72 - MUSIC SHOW 
DISK 206 MUSIC PLAYER 1 
DISK 213 - MUSIC PLAYER 2 
DISK DS61 - SUPER SOUND • 


NORTH OF SCOTLAND ATARI USER GROUP 


FUTURA 


THE NOSAUG NEWSLETTER 


Regular Columns 

fr HEWS: AH rle feres* X&XE news from wound 
works 

& HARDWARE WAREHOUSE; Hardware pn^eefs, futonis 
Sncf/v views 

1 t SOFTWARE SCENE: Detaibti renews of tie tofstf soft¬ 
ware /abases 

& ADDING A MOUSE: Using a mouse wrti you/ Aran 8-txt 

* A BIT TRIVIA; lnt6f#$t<Mi and humorous trivia afitMjf your 

XUXE 

O SLAMMiN": flfl Sound Monitor ftotefiiflnaf rXSferttt 
ii FUTURA FEEDBACK: Answers to your questions 
d THE TURBO SASIC Ft,TEH l Programrntnq column from 
fie USA 

Ft ATARI 0-BIT BOOKSHELF: Information and renews ot 

XUXE put>f*7flf]0l75 

* HINTS AND CHEATS: Gel Ihs masr from jrajf games 

* FUTURA COMPETITION: Lite of pnvm to be woo 
■it VCS FUTUfiA: The Column tor Atari VGS eftlluiWSlS 
ir THE BLACK AND RED: Aral Jaguar Column 

Prices:£1.93 each - E1D lor a 6-issu* disk subscription 
Sack Issue disks 1 * 13 arm stin available at only El ,50 each 
Bend El or a large SAE for the Futura Sample Issue 


Forthcoming Columns 
O DTP ATARlfl: £>BSATilj 0 punishing on your Atan B-btt 
O IF OHLT I COULD; Hep And acAioe on using you/ Alan' Id 
t!S full pOtanha! 

O THE KL'KE INTERVIEW: Interviews wtih prominent Hgur&s 
m the XUXE wprJcf 

The regwfer columns are compfi,m#i(ed by a seJecftem of new 
an? ongma} a/tides covering aknosi every aspect of Atari &■ M 
Of coufSe r ort ead Futura cte* you 'll find tots of lop 
duality FO software and newongma! frflss programmed by 
Futura su'&scntjsrj 

FUTURA ISSUE 14-OUT NOW! 
FUTURA ISSUE 15-OUT MARCH‘95 


Sp&ciat Offers: 

Q Any 6 hack issues for only £7.50 
Q Att 13 back issues for onfy £16 


Pfeasa make cheques/p.o. r s payable to S,J> Murray and send to 

NOSAUG, P.O. BOX 10001, PETERHEAD, AB42 6ZN 


NOSAUG - AN ATARI 8 B/T USER GROUP* 


NORTH OF SCOTLAND ATARI USER GROUP 


NOSAUG PD LIBRARY 

OVER 150 DOUBLE-SIDED DISKS FEA TUR¬ 
ING THE VERY BEST IN PUBLIC DOMAIN 
AND SHAREWARE FOR YOUR A TARt 8-BIT 

The , f oi\omng disks n a sftaf sa'serjan from pur oirr^ri csfakgutf 

THE NOSAUG PALETTE ■ 9 an programs on one disk* Pixel 
Arlitl Deluxe 1 3. BBK AflEl, MaridW. GTlA Sketcmpaff, 
Excel An, Graphics Works hoc. Esther Skstcher, Elch-a- 
Skfltch, keystroke Artel 

SPORTS EXTRAVAGANZA VOL 3 - Fairway Challenge 
l^rdie 3k, World Cup BG. Olympic 100m Dash. Ju*Tp King, 
tol-son football League 

GREAT GAMES VOL 2 - Ardrolon, Tactic Oemo. DarKslar, 
Black Hole, Bar of Fortune, Tncient 
THE HALLE project i&M ■ 7-pan Wegademo 
MAGIC - Exceliani dr&.k magazine "non ihe USA 
A.I.M. ■ Aiaii inierlace, Magazine disks All IS i^ues aro 
available each parked with queJrfy software 

All NOSAUG PV disks art priced at onfy £1.50 
each fany amount) 


NOSAUG PD CASSETTES 

17m very best in public domain software 
on cassette for your Atari XL XE 

TTr-U’s inciudir: 

GAMES T A . UTILITIES. AMAZING DEMOS, MUSICAL 
MADNESS, KIDS FUN, FUTURA ISSUES 1-12 
JVeur ItWn oiullolilc now: 

UTILITIES t - K-eystroka Amst. Ansic Moijic Processor 2 !with 
lour music iracka). 10Z0 Cassette Irday Lab@ ; Makar, Cur- 
rand Fdregn Exchange, The TapeslW, Video Idler 
BEST OF ANTIC GAMES - Resound. Urkde Hanry t Nuclear 
Waste Dump. Biff drop. Happylaee ReverSi Mcwisrer Malch. 
Mare Maniac, Ouaflro, E-Racer 
DEBT Of ANALOG GAMES ■ Plarelary Delence, Claud 
Hoppe' Baderion, Maze War. Blast, Snqwpgw, Liuewire. 
Raoe In Space Cosmic Glob RteinulTi'e. The Electrods 
EDUCATION ■ Spell Blasl Alpha Run. AlpPa&et Train, The 
Couni mg Game, Copy Cai. The Reading Program, 
Maramon M^h$, Mein Attaek, Fun Wnh words. Guest My 
Nurrtwr 

All NOSAUG PD cassettes are supplied on quality 
C50 tapes complete with documentation , 
Price m £2.50 each 


Send El or a large SAE for a copy of the new NOSAUG PD catalogue 
Pfease make cheques/p.oJ’s payable to S.J. Murray and send to 

NOSAUG, P.O. BOX 10001, PETERHEAD, AB42 6ZN 


JVOSAUG - AIVATAJW S-BfT USER GROUP/ 
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TURBO 

TVIPE-fUMi 


MINI 

TURB0S2 


Quite a Jew issues ago we re 
introduced the idea of Jive-liners' 
or mini programs In the hope that 
it would encourage you to suJbmti 
your OLt>n coftecfiort of of'mini * 
programs, Only a jew of you did 
but Andy Guillaume gives it a 
second go with this new collection 
for you to enjoy. Don't expect 
miracles in a Jew lines but do 
expect a bit of fun for Just a few 
minutes typt\g. 


HD 1 RtH Um iM HJ f 

mi 3 ittn 

DF 20 FOR 1=1536 TO 1791 i POKE M * HARD tSl tty, 
2.MCHT m 

UK 30 GRAPHICS 10:MOVE 1536,705,0 
an 40 FOB K = X0 TO 79; FOR Y =7:6 TO 191 
AZ 50 COLOR RANDC83+X1: PLOT K t Y 
DI OB ME H T VI NEXT K 

KW 70 MOVE JL53&+RAHDC244J,705,0;GOTO 70 


The first mini, which I have called INTERFERENCE, 
Is just another small GK, 10 effect that produces a 
sort of Interference pattern, 

LINE COMMENT/USAGE 

20 Setup Colour sets 

30-00 Draw screen (Random Dots) 

70 Move random colour set into palette and 
loop 


OU 1 REM 

QQ 2 REM ■ T- L"Mrl I FI ■ ffl liri— 

B(t 20 GRAPHICS 7.9 \ FOR Jt = ±536 TO 1545: READ 
B:P0KE N t e;NEKT N:DATft 28,8,0,65,127, 
127,65,8,8,28 

NC 30 PMG-40960 : 5CN=DP£EK £00} l K = 1 00 V = 1 00 
MS 40 FOR M=K0 TO 3:POKE 53240+M,HtCMK1B9 
: POKE SaZSG+M^eiPOKE 704 + N j tCN+Xl)*KZ 
> 

GH 50 MOVE SGM,PMG*i024+C256*N3,25G:M0U£ 
1,536, PHG + 1BZ4+ 1256**0 +V,10 
MG 6W MEKT MlPOKE 54279,PMG/25&:POKE 5327 
7,*3:P0K£ 5S9,50 ! POKE 623,7.1 


LINE COMMENT/USAGE 

20 Pokes Graphics data into 1536 

onwards 

30 Setup variables 

40-50 Set X-position, Width, Colour 


...50 

60 


MINI 2 

The next mini, MINI PMG, shows a 
quick method of setting up Player 
Missile Graphics. It uses the MOVE 
command to clear the PMG DMA 
area by moving blank screen data 
there. The loop serves to setup each 
of the 4 Players’ Parameters and 
again uses MOVE to define them. 


Erase than Plot Player 
Set PM BASE, GRAGTL, 
SDMCTL, GPRiOR 
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JVII3VI 3 

Do you fancy a neat little demo 
effect in your programs? Well the 
next program, WAVE, shows a wave 
effect on a line of text. This is accom¬ 
plished by a brute force method and 
again uses MOVE to copy the 
appropriate GR r 8 line to the ndevant 
position. The positions are calcu¬ 
lated first and stored In arrays of 
Frame number and X-position of 
each angle for extra speed . Then 
eight lines of the message are drawn 
using die TEXT command and 
stored using MOVE, each line being 
shifted one pixel right to give a 
smooth effect. The program then 
loops for each line of the GR.8 data 
increasing the angle accordingly and 
loops around again to continue the 
effect. 

Try changing the Angle Step, AS at 
line 60 for smoother or steeper 
angles. 

by 

Andy Guillaume 

MINI 4 

To end off with, how about a cro^ 
effect dial’s of no use except to scare 
your friends into thinking ihat their 
Atari has gone to pieces! The last 
mini turns your editing screen up¬ 
side-down, so yon have to look at the 
picture upside-down in a mirror for 
normal viewing! 

A hardware feature’ at CHACT 
£755] turns the characters upside- 
down, but I've never thought of a use 
for it before. Change The 6 in line 80 
to 2 to slip into a different parallel 
universe! 



LINE COMMENT/USAGE 


30-50 Setup Array tables 

60-80 Setup GR mode and TEXT" data 

90-120 Loop' lor each line to display 
.,100 Get frame, position per angle 
120 End loop. Reduce angle for next display 
frame 

130 Loop back to restart sequence 


.re I REM 
KB 2 REM 

DB 3 REM Ml>BUMrlFH i j-TT 

MJ 4 REM 

IU 20 GRAPHICS K6 ! SCK-DPFEK r8Bi : &L=15S6 : t> 
LP-&L+K3 

ZC 30 POKE DL>112;POKE DL+X1,±12'POKE &L + 
7,2,112 

5ft 40 F0» M=23 TO XB STEP ~%1 
At 5B POKE &LP, 6fi : DPOKE P I.P+ 7 i „ SCM + t M-»4 0 J 
!DLP=PLP*K3 
KM 60 NEXT H 

IO 7e POKE DLP,65!6POKE DLP*X1„DL 
HE BO POKE 755 , 6 i DPOKE 5C.H.DL 
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XL/XE SOFTWARE 



THE HIGHEST LEVEL 


T his issue brings to you a review of two 
gems for the trusty 8-bit, To be more 
accurate, this month's Software Clas¬ 
sics column is a review of six games, but in 
two boxes, each offering outstanding value for 


moncy, 

Many of you will be aware that my real 
interest is adventures, but in order to keep 
this column well balanced f have not reviewed 
any adventures, until now. The two sets of 
adventures I have chosen to review this issue 
arc Lancelot and Silicon Dreams, Before writ¬ 
ing the reviews J checked some old issues of 
page 6 in order to price the g^mes and this is 
what I turned up - Lancelot was released in 
1988 and cost £15, Silicon Dreams was ori¬ 
ginally sold as three separate adventuresr 
Snowball Hctum to Eden and The Worm in 
Paradise at £12 each. So. the total cost of 
buying these adventures was £51 [ You can 
now buy the whole lot from New Atari User for 
a tenner. That has to be the best sale of this 
New Year. 



I bought these adventures more or less as 
they were released, however f Silicon 
Dreams Was subsequently substantially 


improved with 
parser, so f 
again, and 
worth it. 


advanced 
boughl them 

it was well 
Both sets of 
adventures 
were writ¬ 
ten by Level 
9, who went- 
one of the 
world's best 
adventure wri¬ 
ters, They were 
even put on a par 


with Infocom, in some American magazines. 


SILICON DREAMS 

Silicon Dreams is a trilogy of three entirely 
separate adventures set in the twenty thin! 
and twenty fourth centuries. Part one takes 
place on board the colonisation ship Snow¬ 
ball. The vast amount of space to be crossed 
by the ship necessitates travel in hibernation. 
However, you are woken prematurely and 
realise that something must be wrong, dis¬ 
astrously wrong. 

Snowball is a huge game, and I do mean 
huge. The original version boasted some 7000 
separate rooms. At the time, playing Snowball 
on a 64k XE. 1 didn't believe that the adverts 
could be accurate. 1 don’t think the editor 
believed this either, as he raised the point 
with the Austin brothers at Level 9 in an 
inlervicw back in Issue 34, Their reply was 
They are all rooms In which you can leave 
objects' - not that you would want to of 
courseE The updated versions of the three 
games, Including Snowball, boasts over 13 * 

million rooms. Heaven help you if you get lost! 

Second in the trilogy Is Return to Eden . 
This is one of my personal favourites, with | 
some really excellent puzzles to solve. Having 
just saved die Snowball you are found guilty, 
unjustly, of trying to sabotage the ship. Your 
only option is to escape to the planet Eden, 
and evade the anger of your your shipmates. 
Once you have escaped to the planet, your 
adventure really begins, Eden is home to a 
plethora of strange flora and fauna that pose 
great difficulties to your very survival. Indeed, 
your only chance fs lo find your way to the 
city of Enoch. Be prepared for Lhe adventure 
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of a lifetime. 

The concluding part of Silicon Dreams is 
The Worm in Paradise. The adventure 
takes place some 100 years after the previous 
two adventures. You arc a citizen of the 
Enoch mcgapolis of Eden, a place that is 
almost perfect, but not quite. No one in their 
right mind would want to challenge the sys¬ 
tem, Would you? Again, this is a fantastic 
science fiction world created by the Austin 
brothers at Level 9, 

The Silicon Dreams trilo^ r are standard text 
adventures, but with graphics; there are some 
six hundred illustrations covering the three 
games. My only criticism of the set is the 
inclusion of graphics, which 1 feel add little to 
lhe atmosphere. The analogy l draw Is that a 
great novel would not benefit from pictures, 

I lowever, this criticism is a little unfair as the 
graphics can be switched off if. like me, you 
prefer pictures generated in your own mind, 
prompted by rich prose. 


LANCELOT 

The second game reviewed this issue is Ijan- 
eclot, again by Level 9. Lancelot can only be 
described as a masterpiece, and a tribute to 
lire detailed work of the Austin brothers, 

As you will have guessed, Lancelot is the 
story of King Arthur and the Knights of the 
Round Table, It is refreshing to see the story 
from a different perspective, be, that of Sir 
Lancelot, as Arthurian tales usually centre 
around King Arthur. Your five pounds buys 
yuu three adventures that will last a long time 
unless you arc a true expert. 

It will be immediately obvious to anyone who 
is familiar with the Grail romances that an 
awful lot of research has gone in Lo tills game. 
You wilt find that the entire plot, people. 


places and events follow the romances close¬ 
ly, particularly Le Morte D’Arthur. The real 
magic in this game is the wav that the puzzles 
and problems set in the adventure slot in with 
the story so seamlessly. When you play the 
game you actually feel embroiled in Lhe plot, 
and the 14th Century story, told through 
generations, comes alive, 

The selling for the firsL part of Lancelot is in 
and around Camdot. where it is your aim to 
become knighted and rise to the position of 
best knight through valorous deeds in Logrts, 
The game kicks off with trying to reach Camc- 
lot, but to do so you must first pass the Black 
Knight,,, The second part oTthe adventure 
takes place in Logrts where your task is lo 
free all the captive knights, and enable Gala- 
had to return to Camelot- So. with all the leg 
work done, you finally move on to the con¬ 
cluding part of the adventure - the quest for 
the Holy Gniil - the goal that many have 
dreamed of, 

Lancelot is truly captivating, and will keep 
you amused for months. The game is Level 9 
at its best and is not surpassed by any adven¬ 
ture in my opinion. One of tfils game s 
strengths, as with Silicon Dreams, is the user 
Interface. Some of the useful features incor¬ 
porated Include an UNDO feature, RAM 
saves, GO TO and RUN TO options which 
make lhe game that much friendlier to oper¬ 
ate. The XL/XE version is text only. 

I can only say that you really should try 
these classic adventure games, even (especial- 
ly) if you have never tried an adventure be¬ 
fore, At under £1,70 per adventure you get a 
real some real classics on disk, with excellent 
instructions and a novella in each box. Try it. 
give your brain some exercise, and be hooked! 

Usually games such as these are only avail¬ 
able on disk but unusually both Lancelot and 
Silicon Dreams are still available on both disk 
and cassette, so that every Atari owner can 
enjoy them. No excuses! 


reviewed by Mark Stinson 
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XL/XE 

rayon 



Boot up Benjamin 
Arnold’s program 
when you start a 
programming ses¬ 
sion and you will 
have many DOS and 
other functions 
available at the 
press of a key 

uto Function Keys is a machine code 
program which sits inside your com¬ 
puter from startup and provides many 
facilities to go with normal BASIC, The main 
part of the code is over 2 KBytes long, yet due 
to advanced programming techniques only 
page 6 of available RAM is actually taken up 
by the program. However, once the routine is 
running under no circumstances must you 
use any program which uses the shadow RAM 
under BASIC, This includes programs such 
as RD33ASIC in SpartaDOS or the Atari User 
Toolkit, 


THE FUNCTION KEYS 


The program gives you the following options 


CTRL+4 

Keyboard Click on/oft 

CTRL+5 

Cursor on/oH 

CTRL+6 

Lett margin 0/2 

CTRL+7 

Catalogue drive 1 

CTRL+8 

Binary load 

CTRL+9 

Help 

CTRL+0 

Go to DOS 

SHFT+CTRL+4 

Control Panel 

5HFT+CTRL+S 

Rename file 

SHFT+CTRL+G 

Erase lile(s) 

SHFT+CTRL+7 

Protect file(s) 

SHFT+CTRL+e 

Unprotect file(sj 


i 

COMPATIBILITY * 

I have tested the program on SpartaDOS 3,2 
and Atari DOS 2.5, but it should work with all 
versions of SparLaDOS and Atari DOS, It may 
also work with others such as MYDGS, it will 
work on the ALari HOOXL. 65XE (both ver¬ 
sions) and 1 30XE. it should also work on an 
expanded 6G0XL. However, it will not work on 
the old 400/800 due to the different memory 
map. 


SETTING UP 

Every tilling you need is contained in the 
program SETUP.BAS which is on this Issucs s 
disk or available from New Atari User as a 
type-in listing. Either run the program from 
die Issue disk or type it in and save it to a 
separate disk- Following this, format a fresh 
disk and write DOS to it. Then, load SETUP' 
.BAS. insert the new disk and type RUN. 

Three files will be written to lhe disk - SHA- 
DOW.OBh FKEYS.CGM and INITOBJ, Next, 
you must do different things depending on 
the DOS you are using. 

For Atari DOS, rename the file 1N1T.OBJ to 
AUTORUN.SYS, reboot and then you are 
done. 

For SparlaDOS, the procedure is different. If 
you are using SparlaDOS 3 then you must 
create a STARTUP.BAT batch file containing 
die commands KEY OFF followed by IN- 
rf.OIU. After this, the program is ready for 
use, If not using SpartalXDS 3 you must re¬ 
name INIT.OBJ U> INIT.COM and create a 
STARTUP, DAT file which simple does INIT, 

During loading the screen turns black, but 
once loaded, the program performs almost 
identically with cither DOS, The only major 
difference is that when returning from DOS, 
in DOS 2.5 you must press reset to clear the 
system and to re-run Function Keys. In Spar- 
taDOS this isn't necessary. 



A WARNING 


Before I come on to describe each function. It 
is important to say that if you arc going in use- 
page 6 for another program, please type 
POKE 9,1 and press Reset before commenc¬ 
ing. if at any other time the system crashes, 
you may be able to restore it safely by holding 
down Option as you press Reset, typing POKE 
9.1 and re-running Function Keys. 

EXPLAINING 
THE KEYS 


The first two keys [CTRL+4 and CTRL+5) 
are self explanatory. They work as soon as 
you press the key. and are toggles. The only 
quirk, on CTRL+G [Left margin! is that once 
the left margin has been moved. It may move 
iti cither direction. Catalogue (CTRL+7]i is 
easy - It simply does a full catalogue of the 
disk in drive 1, It will also give an expanded 
catalogue if SpartaDOS is being used. 

CTRL-+8 (Binary load) is very useful, as It 
fills a function which is missed out of BASIC - 
lhe facility to load machine code. After press¬ 
ing this, you arc prompted for a filename e.g. 
D1 TEST. OBJ. The mu tine will find out the 
load address, but will not load, if it is not a 
binary file. Once it Id loaded, you can run it 
with USR. 

Help (CTRL+9) is simple - it gjves a complete 
list of all the functions, and DOS (CTRL+0] is 
just as easy. However, be careful as in DOS 
2.5 you could accidentally press this and lose 
your program. 

Leaving Control Panel aside for the time 
being. the remaining functions are easy. From 
SHFT+CTRL+5 to SHFT+ CTRL+8, they are 
rename, delete, protect and unprotect disk 
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files. They tan all use wildcards except re¬ 
name, They all ask for a filename, and then 
do the job. Currently, SHFT+CTOL+9 and 0 
are undefined i,e, they do nothing, 


with 

a built-in 


A CONTROL PANEL Control p anel 


Control Panel [SHFT+CTRL+4) is very use¬ 
ful. For example, some people don't like the 
norma] colours of the Atari screen and Con¬ 
trol Panel will give you the chance to change 
them for good. You are presented with a 
menu, and must type in the number ofyour 
choice. Each one Is presented with the cur¬ 
rent value in HEX, You type In the identifier 
(down the left hand side of the screen) or 0 to 
exit However, to bring about the changes you 
must press Reset. To type In the new value, 
always type In two HEX digits. 

The two margin selectors only take effect In 
graphics 0 and therefore, neither can be lar¬ 
ger titan $27 (39), Also, be sure that the left 
margin Is less than the right margin! 

The three colour options are self explana¬ 
tory, and can be anything from $00 to $FF 
[0-255). 

The last two are different, IO sound can only 
be 0 or 3 (type 00 or 03) and makes no 
difference in SpartaDOS 1 or 2 If it is 3, you 
can hear disk, printer, cassette etc, sounds. If 
it is 0, these are bandy audible. Cursor status 
is also useful. The usual values arc as 
follows:- 

00 : No cursor, inverse goes to normal 
01 : No cursor, inverse vanishes 
02 ; Normal setting 
03 : Cursor on but In¬ 
verse goes to blocks 
04 : No cursor, inverse 
goes to normal and 
text upside down 
06 : Cursor on, inverse 
usual and text up¬ 
side down. 


I f you do anything silly, you can always 
press option whilst holding Reset and re-load, 

PERMANENT 

CHANGES 

The disadvantage with the above system is 
lhatyou must reset the values each time you 
switch on. but there is a tvay around Lhis as 
well Pfcrmainnent changes can be achieved 
by altering the SETUP.BAS program. 

On line 2070, there are 6 values * 35, 2. 39, 
202, 14ft. 0, ignoring the first, they are Left 
margin. Right margin, Pen colour, Paper col¬ 
our, Boarder colour. Just alter these to the 
values your require. 

The first number is special, and must be 
dealt with In binary. In binary 35 ^ 001G 
00| 1. The first four bits are the cursor status 
(0010=2) and I he second four bits are the IO 
sound (001 1=3) these can also be changed 
and the number re- calculated. 

Once you have made changes to the SETUP- 
,BAS program, resave it and run it again to 
make the changes permanent, • 


THE LISTING 

AUTO FUNCTION KEYS is available ready to 
run on the Issue 70 disk and also as a TYPO 
coded type-in listing which can be obtained by 
subscribers free of charge. Check out the in¬ 
side back coverfor details. 
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ARENA 


H ere’s a rela¬ 
tively new 
game from 
Andy Guillaume, 
whose good work 
has previously fea¬ 
tured on Page 6 
Issue disks and In 
the PD library. A 
demo version of 
ARENA was included 
as a disk bonus with 
issue 66 of NAU, but 
the full release must be acquired directly from 
Vlstonatre Software. 

You are employed as the Supervisor of a 
futuristic power plant. Unfortunately, due to 
the activities of certain rebellious forces, sev¬ 
eral volatile power pods have escaped from 
the main re-actor housing. They are floating 
through the hazardous rooms of the plant 
and you have responsibility for guiding them 
back to the main reactor. The pods move In a 
predictable, but not particularly helpful, pat¬ 
tern - they keep travelling in a straight line, 
and turn left if there’s something In the way. 
You can’t control their movement directly but, 
using a Joystick, you can build and destroy 
walls in the open space to Influence the sub¬ 
sequent course of events. Its important you 
don’t allow r pods to collide with matter con¬ 
verters 1 since these lend to vaporise every- 

thing on 

♦ Tttfc; ARENA contact. 

O Publisher; Vision a i re Graphics an 

* functional 

Sq/iu« re ra)hcrlhan 

° F ° rnit: D “ fc spectacular, 

O Price: £5*00 tw- 



contact, 
Graphics are 
functional 
rather than 
spectacular. 
The lower 


screen portion is 
occupied by a status 
panel informing you 
oT the ever decreas¬ 
ing bonus score enti¬ 
tlement (once it hits 
zero you’ve lost a 
life), the number of 
pods requiring cap ¬ 
ture and the number 
that are currently 
In' or ’out’ of the 
destination reactor. 
Above this panel you'll observe the walls, 
rooms and other scenery representing the 
power plant - this area scrolls vertically to 
reveal over two screens worth of playfield for 
caeh level. An orange outline cursor identifies 
the position where walls may be constructed 
or removed. Bonus tokens scattered through 
Lhe levels can earn, you extra points, time and 
lives. You initially have three lives but to 
avoid die frustration of Inevitable mishaps, a 
password system is invoked after every tenth 
level. A high score table is maintained on 
disk. 

Although at first Arena appears to be fast- 
paced, it’s really more of a logical puzzle. It's 
wise to carefully consider each layout before 
you commence the process oT building walls 
and manoeuvring pods. With fifty screens to 
master, this is a game that should keep you 
occupied for hours. 

Arena may be obtained from Visionaire Soft¬ 
ware. Write to Andy Guillaume, 30A High 
Street Alcester. Warwickshire , B49 5AB to 
order or cheek the price. 


reviewed by Paul Kixon 
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A nyone who knows me, or who may 
have read any or my articles and re¬ 
views will haw undoubtedly guessed 
my bias towards adventure and particularly 
my preference of the Infocom range, 

I make no apologies for my leaning towards 
Infocom which, sadly, no longer produce 
adventures for the Classic, If you are even 
remotely Interested in adventure and have 
never tried an Infocom then you must buy 
one now, while there are still some available. I 
have stocked up on all those available from 
the various suppliers, and still have 12 to 
play. Why not contact Derek Fern or Micro 
Discount, or Page 6 and try one out? Jfyou 
can obtain an Infocom you would be liard 
pressed to find a better adventure than Sla- 
ttonfaJl which Is quite simply brilliant, 
Stationfall is the sequel to the hugely suc¬ 
cessful Plane tfall (although you need not have 
played this to play Stationfall), 

Along with the disk you will find die now 
famed selection of goodies contained in each 
Infocom. There is the ever helpful official 
technical manual, which is a must for all 
players, especially the beginner, Along with 
tills there is a supply of forms which will be 
needed during the game, a full set of station 
blueprints, and a badge sporting the caption 

reviewed by 
Mark Stinson 


’boldly going where angels fear to tread’. With 
badge sewn firmly on to your tunic, and 
administrative forms in hand, you commence 
your adventure 


BOLDLY GOING 

Once you have the disk booled up you find 
yourself on the 5PS Duffy, a huge Federation 
Starship among whose crew you are but a 
lieutenant 1st Class (which is a step up from 
your rank as Ensign 7th Class in Planctfall). 

Reading through your paper work you find a 
robot authorisation form, spaceship activa¬ 
tion form, and an assignment completion 
form. You will see that this latter form is an 
instruction to fly to Space Station Gamma 
Delta Gamma 777-G 59/59 to collect ’24 pal¬ 
lets of request for stellar patrol issue regula¬ 
tion black form binders request form forms’ - 
thrilling stuff. If only life were that simple, 

Before you depart on your mission you must 
visit the robot pool to appoint a companion on 
your mission. There arc three robots to 
choose from, but however hard you try you 
always end up with the co-star on this epic 
mission, Floyd, Floyd is a boisterous little 
robot who was also your companion in Plane’ 
tfall. He really is the central attraction in 
Stationfall, and hours of fun are to be had 
watching his comic behaviour. He is playful, 
moody, and at times unreliable on your mis¬ 
sion. which makes him all the more 'human'- 
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THE DEPARTURE 

The reunion over, you are now ready to com¬ 
mence your mission tn the space station and 
to get there safely you must fly a spaceship 
presently docked on the east side of the SPS 
Duffy The truck is mostly automated so that 
you need not worry about elementary space¬ 
ship physics. You will, however, be required 
to enter the time code on the truck s 
keyboard. If you make an error here you will 
certainly regret it! I remember the reverse 
thrusters bursting into life after a short trip 
and the truck coming a halt in empty 
space You have no hie), and your only relief 
is by way of an emergency beacon, operated 
by pressing the appropriate button. Having 
pressed this button I listened, with a cold 
shudder, to a recorded voice as It tiled to 
calm me: ‘there is nothing to worn about, 
nothing can go wrong <skip> go wrong <skip> 

I iowever, if you are successful in program¬ 
ming the spaceship accurately, you will short¬ 
ly be greeted with the incredible sight of a 
huge Space Station looming up before you. 

You can see that attached <o this miracle of 
technology Is a seedy looking space village 
which has grown, in an uncontrolled manner 
over the years (obviously no Town Planners in 
this neck of the woods!). 

Before long the ship glides gracefully Into a 
docking bay. Having collected your belong¬ 
ings, such as food and forms, you arc ready to 
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begin the quest. You leave the ship with Floyd 
in tow, and enter the Space Station- 

THE SPACE STATION 

The Space Station Is pretty big, so there’s 
plenty to explore. One of the first things that 
strikes you as you roam the place is the 
distinct lack of human activity. This Is parti¬ 
cularly strange when you study the bluep¬ 
rints and find that the ship's complement is 
usually 43, comprising 36 crew, 6 officers and 
a Station Commander, 

The station is split into three main areas; the 
Central Command Module, which is on 9 
levels; a Scientific Sub Module; and also the 
village. At various locations In the station you 
will find bits and pieces to aid you on your 
quest. For example, film spools are dotted 
about and these can be vciy useful sources of 
information when read on the machine In the 
library. The Commander's tog also makes in¬ 
teresting listening, and gives you a further 
indication that something must be awry. 

It appears from a recent entry that the crew 
were tracking an alien ship as It approached 
the Spars: Station. The ship, it transpires, was 
brought into one of the docking bays for ex¬ 
amination. The remains of a long dead alien 
lifeform, and a curious pyramid were found 
aboard the ship. Extensive biological/scien¬ 
tific investigations ensued [as a second prior¬ 
ity to the main raison d'etre of the Station - 
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printing!}. 

Since the arrival of this ship 
and Its strange cargo all of 
the electronic device* on 
board have been acting 
strangely. This is particularly 
concerning when you oonRid¬ 
er that all of the doors on the, 
ship are electronically oper¬ 
ated and soon start snappirig 
at your beds'. The Space Sta¬ 
tion Is also maintained by 
welder robots who constantly 
check the integrity of the 
hull. When they start to mis¬ 
take you for a hole in need of 
repair don't hang about! 

Later* even Floyd seems to 
change. 

You will very quickly realise 
that your original mission is 
no longer of primary import¬ 
ance, and that you have to 
now find the cause of these 
strange happenings, Should 
you fail* then life as we know 
it may never be the same 
again. 


IN SUMMARY 

Slat ion fa II is an excellent 
adventure which will keep 
you on your toes, and which 
poses some real good prob¬ 
lems to solve* Having said! 
that* it is not so hard as to 
cause undue difficulty to the 
average adventurer. 

Station fall is no longer easy 
to find but If you can locate a 
copy then I would strongly 
suggest you buy it Immedi¬ 
ately, • 
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STATIONFALL 
THE FULL SOLUTION 

If you have not yet played Stationfall, then I would recommend 
thal you skip this section as it will reveal all of the actions 
necessary to complete the gams. Jf t however, you are stuck then 
you wifi find your answer(s) here. 

E. N, INSERT ROBOT FORM IM SLOT, TYPE 3. S. E, OPEN HATCH. 
ENTER TRUCK, TAKE KIT, CLOSE HATCH. SIT, INSERT ACTIVATION 
FORM IN SLOT, TIME* ENTER CODE FROM SHEETS SUPPLIED WAIT 
UNTIL YOU ARRIVE AT THE STATION, STAND, OPEN HATCH LEAVE 
TRUCK. E, 0, 0, OPEN CAN* GET FORM, NW, GET DRILL, SE, U, U, U, 
U. NW, OPEN PR ESSE R, PLACE CRUMPLED FORM IN PRESSER 
CLOSE PRESSER, START PRESSER, STOP PRESSER. OPEN PRESS- 
ER. GET FORM, E, 0, D. SE, SE* E* OPEN KIT, OPEN BOTTLE EAT 
SOUP, LOOK UNDER BED* GET STAMP. STAMP VILLAGE FORM 
DROP STAMP, W, NW. S, INSERT VILLAGE FORM IN SLOT, S S NE, 
NE. SE, INSERT ID IN MACHINE, START MACHINE. TYPE 7. STOP 
MACHINE, GET CARD. (NEVER CARRY THE ID WHILE WEARING OR 
CARRYING THE BOOTS - THE MAGNETIC FIELD WILL RUIN IT}, NW 
SW, SW, N, N, NW, D, SE, INSERT ID CARD IN READER N GET GUN 
S. W. U, SE, S, W. WAIT UNTIL FLOYD ARRIVES. FLOYD GET MEDIUM 
BIT, GET MEDIUM BIT* E, N, E, S, E. DRILL SAFE, REMOVE SMALL 
BIT, DROP SMALL BIT, INSERT MEDIUM BIT, DRILL SAFE* DROP 
DRILL., W, NW, S*S, S, NE, NE. NW. EXAMINE CEILING,OPEN PANEL* 
GET STICK* SE, DOWN. SW, S. SHOOT BOX. GET COIN, N* SW, GET 
CAN. NE, NW, N, N. N, SE* E. GET IN BED, WAIT* GET OFF BED* GET 
GUN, CAN, KIT, STICK, W* NW, S, S, S, SE*SE, NW, NE. U. N. E. 

BREAK MIRROR, GET FOIL. W. S. NW, OPEN CAGE. NE, SPRAY CAN 
W, SPRAY CAN, W* SPRAY CAN. W, NW. NE. INSERT COIN IN 
MACHINE, TYPE 6. PLACE STICK OVER HOLE, GET TIMER, SW SE 
SPRAY CAN, NW, SPRAY CAN. SW. SPRAY CAN, U, SPRAY CAN. U, 
SPRAY CAN. SW. OPEN PULPIT. PRESS SWITCH SPRAY CAN HOLD 
LEASH. OPEN STAR. GET DIODE, D* DROP CAN. E. U. S. GET 
DETONATOR. OPEN IT. REMOVE SLACKENED DIODE, EAT GRAY 
GOO, DROP BLACKENED DIODE, NW. D. WAIT. WAIT, WAIT, FLOYD 
HELP ME (AFTER BEING SHOT), GET ALL, E, E, E, GET LAMP. W, S, 
SE, E* SPIN WHEEL. U. OPEN LOCKER. GET SUIT* WEAR IT* 0, W, W 
SE, D, GET BOOTS. WEAR BOOTS* W. NE, OPEN INNER, ENTER 
INNER, CLOSE INNER* OPEN OUTER. TURN ON LIGHT, OUT, READ 
LABEL* PLACE CYLINDER IN BOTTLE* CLOSE BOTTLE* CLOSE KIT, 

IN, TURN OFF LAMP. CLOSE OUTER, REMOVE SUIT AND BOOTS 
DROP THEM. OPEN INNER IN, U. N, N. W, W* W, NW* SW GET ALL 
SE. SE, E, ATTACH TIMER TO DETONATOR, DROP THEM, OPEN KIT, 
OPEN BOTTLE, GET CYLINDER. ATTACH IT TO DETONATOR, PLACE 
CYLINDER IN HOLE. LOOK. SET TIMER TO 25. W* WAIT. E GET KEY 
W. NW* NE, NW, N. N. N, U, (LIGHTS GO OUT), TURN ON LAP* GET 
BOARD* D, S. S. W. GET JAMMER* ATTACH BOARD TO JAMMER, E, S, 
SW. (PLEASE NOTE, YOUR INVENTORY MUST BF; FOIL, JAMMER 20 
PRONG FROMITZ, KEY, LAMP. GUN. KIT], DROP KIT, U, U, U* U 
UNLOCK BIN WITH KEY. OPEN BIN. GET ALL* OPEN GRATING, 

ENTER AIR SHAFT. SET JAMMER TO 710. TURN IT ON. D. D D, D D 
D. □. KICK GRATING. TURN OFF JAMMER, U, SHOOT FLOYD PUT 
FOIL OVER PYRAMID. 

__Simple really! 
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EVEN EASIER RUNNINGI 


by Andy McAtear 


1 have just read the article in Issue 
69 which is called EASY RUNNING’ 
and I have written a short Basic 
program which I have called MAKE- 
COM* which should make tilings 
even easier! 

Type in the short program pre¬ 
sented here and saw it as MAKE 
COM.BAS. Then* providing that 
three simple steps are followed, the 
program will take away all the brain- 
work and give you 'Easy Running' 
programs automatically! 

1* LOAD the Basic loader then LEST 
it back to the same disk with the 
extender "LIS', (e g. "DiPODZ. 
LIST 

2- Ensure that the object code file 

has the extender and that 

both files are on the same disk. 

3- RUN P: MAKECOM, BAS' from the 
disk and follow the prompts. 

You will be asked for the filename of 
(he game you wish to convert. This 
must not have an extender, (e,g, 

1*0DZJ* The program then searches 
through the "LIS ,r file for the relevant 
addresses* [t then asks that you pre¬ 
pare a disk for the "COM'’ file. You 
can use ihe same disk, although I 
use a disk with a menu file on it. Hit 
KL TURN and the file is written to 
disk and that's It. 


il l hem rnmnriTiiBr iiiiiiiiiii iiiJi i TTirTmriuuimiuuB 
Ha 2 REH n HAKECQM « 

NT 3 REM » by H 

uk « beh tt flhdy Hcfitear a 

kr s beh a ---—--—— a 


FU 6 BEH a HEM ATARI USED - FEB 1775 S 

ir ? beh . .m i numuwiwm 

■H a REH 

5U 10 DIM I$<12&3,FM5C201,TSt3>,MUMSC2J:N 
EM-FBE C0J-5B0 ;»IH F$ CMEHI : F5=“ *';F$£NE 
Hi " ! F$tZJ=FSiFK4“ , *l»: ** 

BP z« 7 ghB£< 1253:7 i? " Enter OBJ filena 
He tWQ EXTENDER3 t FN$; 

QU IB INPUT Dili 11$ ; FN$ =1$ : rN$ (LEKCFHSl 

+ 13 ='• .LIS" 

PU 40 open HI,4,0,FNS:INPUT (U,X$lFOR L-« 
TQ 2 READ Y$ 

BI 70 GD5UB 500 i IF MUM-1 THEN INPUT HI,I 
$;GOTO 70 

CF iflfl HUMS ILJ “HUH: NEXT L ; AD0L,0 = NUMS £01 : A 
DO III ~ HUM j Cl 3 E INI TeNUMS 123 : CLOSE HI 
JF 120 INIT Hi— IN T tlNir/ISSl i1MITLO —IKIT-I 
HITHI*Z5b 

LC 13ft rNS (LEHtrNSl~2J= ,i 0ej":0PEM tU,4*0, 
FW5 

UU 140 A—ADR CF£l ; AH1 = X NT t A/2553 ' *LO = A-I 
*25biP0KE 050 * 7 :POKE 052,ALO;POKE 053 , 
AHl EPOKE Uob,2SS!POKE 357,255 
LB 150 H-USR CADR fhhhSLM&'J * 16) ;P«56 = PEEK 
£8553 iP057ePEEK C057J : CLOSE xti 
QM 155 FIH=P35b+P357*25b+AD0LO+aUUHIMZ56- 
1:FINHI=IHTCFIH/2563:FINLO=FIN-FINHI*Z 
55 

UZ 108 FN5£LENCFN$3-23 ="COM":? :? "Prepar 

e Bisk foe *" P -FN$;T ; ? " and press HT-Td 

U « 

EE 105 IF PEEK£532773<>0 THEN lb5 
BP 17b OPEN ai.0,0,FM£:PUT tti,£S5iPHT Ml, 
255EPUT HI,HDDLO: PUT SI,flDDHIrPUT BljF 
1*1 tJ : PUT ni pFINMI 

HK 100 POKE S50, HE POKE 852, ALD E POKE QiiS, 
A-HI : POKE 8 5«, past E POKE AS7 f P«57lK=U5Rt 
^■Xrl'^hhuL ,167 

VI 170 PUT 9 1 j 72 4 : PU T S1.2:PUT SIj225:PUT 
H1*2:PUT PI,IMIfLO:PUT HIjIHITHI; CL05 
E SI 

VJ zee + ;? FP$j M is now on the disk in d 
rive SI"iEND 

IC 500 TRAP 5ia: FOR tt-1 TD LEHIlll'IUF I 
5tM,H+2)-T$ THEK M1IWVALII5 CM+431iPOP 
E RETURN 

511 510 NEHT N i BET UAH 
HR 600 DATA 05Z ( »S3,USH 
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Chris Thorley 
explains exactly how 
to connect your Atari 
Classic to your VCJR 
so that you can video 
your favourite games 
while you play or en¬ 
hance your home 
movies 


use mine /or producing video titles for my 
home movies. You may abo be stuck on a 
certain part of a game and by recording your 
game play you may be able to spot something 
happening on one part of the screen that 
could be missed when you are concentrating 
hard on something else. Of course, you can 
also use a video to provide irrefutable proof of 
that fabulous high score, With a good VCR. 
and a lot of patience, you can also produce 
your own animated sequences. 

As you can see there an? many uses that 
your Atari arid VCR could be put to. Now. 
where to start? 


TUNE IN 


Firstly you need to tune a channel on your 
Xf ou may be wondering why anyone TV to your VCR. This may be done by using 

A should want to connect their Atari to a the test signal (two white vertical bars) pm- 
VCR in the first place. Well, 1 for one regularly duced by the VCR itself. Once you are satis¬ 
fied that you are fully tuned 
in you can now connect your 
Atari to your VCR. This is 
simply achieved by connect¬ 
ing the switch box at the 
back of your Atari to the RF 
or aerial in' socket at the 
back of your VCR (Diagram 
I). I should, of course, say 
that your Atari VCR and TV 
should be turned off when 
making these connections! 
You should now' load a 
program into your Atari (use 
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MONITOR SOCKET PIN-OUTS 


a cartridge if you have one). 
Next, ensuring all connec¬ 
tions arc made- your VCR is 

tuned to your TV and you 

have a program loaded, turn 
on your TV and VCR If you 
arc very lucky you should 
now see the loaded program 
on your IV screen. If not, 
don’t panic. This probably 
rt^ans that your Atari is not 
tuned in to your VCR, Select 
a channel on the VCR and 
carefully tune it until you get 
the picture from your Atari 
on the TV, Simple, iftn’t it? 


1 COMP. LUM 


4 COMP, VIDEO 


DIAGRAM 2 GROUND (SHIELD) 


DIAGRAM 3 


TV 

AERIAL IN 


DOES IT 

LOOK 

OKAY? 


ATARI 


MONITOR 


Well, we’ve now got what we 
wanted. Or have we? One of 
the problems wilh this 
method of connection is that 
the output from the Atari’s RF Modulator 
doesn’t appear to be very stable, especially 
when connected through a VCR, You'll notice, 
after a short period of time h that the picture 
starts to drift off-tune, Evidence of this may 
be a bending of the picture in one of die top 
comers of the TV, or an increased level of 
background noise through the TV’s speaker. 

The reason for this 'clrifting' is the method 
used to connect all these pieces of equipment 
together Your Atari sends to the RF modula¬ 
tor a composite video signal- r lhis is in turn 
converted to an RF (TV-type) signal. This sig¬ 
nal is then received by the input circuitry' of 
the VCR which converts this signal back 
down to composite video, This process is 
again repeated when the VCR sends a picture 


to the TV. The original signal from the Atari is 
constantly being degraded by all this proces¬ 
sing and it comes as no surprise that another 
method of connection was thought of to over¬ 
come this problem. 


THE MONITOR 
CONNECTION 



















UDean S?arraghty Software 

* ro Library ifcr Commercial/ Software PmMiWi jug 
Tfe- Pwb/js/fiug ★ Hardware/Software bought & sold 

NEW: THE QUICK SUPPORT DISK 2- Anpflftgf Supped Dsnlw Cur QUICK programming language Th&une 
eoriains tutLyiaJt, Itariw, and darronsTraifon programs on Player.‘Misgraphics (including; ammaiiwj, Mandelbrot sats fogiq m 
QUCK, Oifeciciry manpularon. printer dumps lor Ids HP Oesfc'LaMrjet printers printer dumps for 24-pin dfll mam* printers and an 
anafyser lor QUICK programs Tht disk is a must lor all QUICK users Pric«; £ 4.95 inc. p&p. 

FILE TRANSFER SERVICE tfr We can now transfer both lort and other typas of filos toartd 
from Atari and IBM-PC, Files can be transferred lalrcm the Atari on Single, "Medium" and Double Density 
formats. Files on the PC can be accepted onwrilfen to 3V*F DO and HD, and 5W' DD, Please phone for 
details and a price quote. 

Kodak branded S'/a DSDD blank disks, teflon coated to resist linger prints and spills, Excellent disks 
maoa by Verbatim. £2.70 (1 box), £5.00 (2 boxes) including pAp. Bargain! Call for prices or 10+ bones 
Lockahie 50 capacity 5Pi" disk storage box: £5.50 including p&p. 

ST/AMIGA SWITCHABLe MOUSE , Shaped like a real mouse! Baigain at £9,99 inc pip 

Perfect for use with Quick, SAM etc. 

WANTEDi Your umotuitexf Atari hand itxuv/sqftware. We buy tiisks. fryw?s. carts, IjcjcjIcs. 

mag disks oriel any Atari related fwiftiti’anp, Phone now far art immediafr? offer! Stocks 
of hardware/software tire akoays aimihilfle jbr sale. 

NOTE: fff are now dlcmwd to sell ftnwr flsr Pori products to any county except Germany, Austria and Scritzerland 

Alt prices quoted Include UK pip. For a free copy of our 25 page catalogue of P 0 and 
Commercial software, please send 2 x 25 p stamps (3 IRC's for "non UK customers) to: 

D.G.S., 62 THOMSON AVE,, BALBY, DONCASTER, DN4 ONU, ENGLAND 
PHONE: (01302) 855026. Mobile: 0378-590259 


SIGHT AND SOUND 

continued 


plug (Diagram 2), These should be connected 
to plugs at (he other end that will allow con¬ 
nection to your VCR. In my case they are 
phono type plugs, one for video and one for 
audio (Diagram 3}, On connection, and selec¬ 
tion of the correct channel since you are now 
using a different input path, you should 
notice a much more stable picture and im¬ 
proved sound quality. As a comparison you 
can leave the switch box connected and 
switch between the different inputs. 

START RECORDING 

You should now be able to make acceptable 
video recordings on your VCR, To get the 
most quL of your Atari and VCR you will have 
to find suitable programs to run. One such 
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program does exist that will allow you in cre¬ 
ate visual masterpieces at a stroke (well 
almost). That program is ’Video Title Shop', 
and is one that I gave a favourable review to 
in NAU 62. You should also give your art 
packages a try, maybe even recording your 
artistic prowess on video to show to your 
non-Atari owning friends. 

Well, that's all for now. I would welcome any 
comments, critical or otherwise, regarding the 
article, even hints and tips on how to improve 
on my own efforts. Also, if you have come 
across any programs that would seem ideal 
for an Audio/Video application I would love to 
hear from you. One last point, 1 won’t accept 
responsibility for any terminal meltdowns to 
computers and/or VCR's as a result of I his 
article. If in doubt, consult a qualified person 
before connecting any electronic equipment 
together. Good luckf • 
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F orget that boring office job. No need to 
win the lottery. You. too. can be a 
mega-rich ruck star and groove into 
the pop scene overnight wilh a little help from 
your faithful Atari 8-blt, Well, maybe it s not 
quite that easy but with GTRACKER possibili¬ 
ties abound 1 ! 


GTrackcr is a sequencer, which means it's a 
program that can play digitised sound sam¬ 
ples in a user- specified sequence. The reason, 
for doing this is that sound samples consume 
large chunks of memory [ot disk space] and 
are therefore Impractical to use for more than 
a few seconds. By sequencing a relatively 
small selection of digitised music ’clips' you 
can put together an Impressively lengthy 
composition. All you need is some sample 
data and a set of sequence instructions. 


GTracker enables you to create the latter, 
whilst the samples must be supplied by you 
In Replay" compatible formal. Four example 
routines are supplied. 

The GTracker File Editor is required to cre¬ 
ate a TRS sequence file. This file is simply a 
list of commands thaL tell die sample player 
which memory addresses should be used, 
and for how long, in order to achieve the 
desired sounds. There are four types of in¬ 
struction. though only one of these is needed 
to execute the principal function - it consists 
of start and end memory addresses together 


• Tllle; 

O Punisher: 
O Format 
C Price* 


GTRACKER 
Visional re Sq/faunne 
Disk 


£ 5.00 


You don't need an ST 
to enjoy sampled 
sound - your Atari 
Classic isn’t as humble 
as you might think! 


with a speed parameter. An Fnd instruction 
prompts the sample player to stop running, 
Restart asks it to loop back to the beginning 
of a sequence, and Delay performs the 
obvious function. The GTracker TRS File Play ¬ 
er - located on the flip side of the disk - 
translates your sequence and sample files, 
enabling you to demonstrate the success, or 
otherwise, of your efforts. 

That’s all there is to Hi It lias to be said that 
you probably need to be ’Into' sound sampling 
already if you want to get the most out of 
GTrackcr. It's not a complex system and it's 
not particularly user friendly, but you should 
be able lo achieve some good results. 

Visional re say they are hoping lo release 
KLereo and XE specific versions of GTracker 
soon, and updates will be offered to existing 
users. Public Domain disks containing sam¬ 
ple files are also promised. Meanwhile a PD 
version of GTracker is available from Page 6 
for those who want to see its capabilities. 

GTracker may be obtained/rum Vistonat/'e 
Software- Write to Andy GuLUaiime 30A High 
Street , Alcester. Warwickshire, U49 BAB to 
order or to check the price. 

reviewed by Paul Rixon 
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HARDWARE 

K]A©C€0^(i 



X-STATIC 


Many dedicated Atarians 
have the occasional desire 
to poke about in the innards 
of their computer or 
peripheral devices, Peter 
Kerrison dedicates this 
article to all those for whom 
things may have gone wrong 
once in a while 


O ne area of electronics which Is now 
showing Itself to be a major ’compo¬ 
nent killer' is static electricity. Static 
discharges are all around us all the time, but 
as they liave to be In excess of 3.000 volts 
before you foel It (that's just a tingle] and over 
5,000 volts before you see It. most people 
don't understand the damage It can do. Static 
discharges cost companies hundreds of 
thousands of pounds a year, in fact when the 
problem was Investigated it was found to be 
on a much larger scale than anyone apprech 
ated. By examining components under a 
scanning electron microscope static damage 
Is easily recognised. It was discovered that 
components can he degraded by static, caus¬ 


ing pattern sensitivity (where certain bit pat¬ 
terns cause problems), decrease In perform¬ 
ance characteristics, premature failure or In¬ 
termittent problems. This is added to the 
problem oTdestroying the component com¬ 
pletely. 

As this degrading' ability of stalk: Is not fully 
appreciated, it is still not given the respect it 
deserves by the majority of people who handle 
components and printed circuit boards on a 
regular basts. Many companies are now 
embarking on educational programmes for 
their staff to teach them how it) handle static 
sensitive devices both new and faulty (we 
don't want initial problems compounded by 
static Induced problems). 

The difficulty that arises in educating people 
to use anti-static measures is that they don't 
really believe in them. Oh, they will push an 
EPROM into conductive foam or wrap a cir¬ 
cuit board in aluminium foil, but only for 
transportation. These sort of safeguards must 
be used every time the device is removed from 
its circuit. 

As VLSI chips (Very 1 Large Srale Integration) 
achieve greater circuit densities the insulating 
layers between Individual conductive paths 
become thinner and can therefore be dam¬ 
aged by relatively low voltages, typical voltage 
levels necessary to damage a component are: 


MOSFET 

CMOS 

TTL 


100 - £00 
250 - 2000 
300 - 2500 


while typical voltages generated are: 


ACTION 

Walking across carpet 
Walking on vinyl floor 
Working at a bench 


COMMON HIGH 


12,000 

4,000 

500 


39.000 

13.000 

2.500 


To bring the problem to a personal level, this 
could have happened to you already without 
knowing. Have a think - that last chip you 
changed - did you touch it 2 weeks, a month, 
6 weeks before? According to the latest re¬ 
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search you could have damaged It then. 

Although the generation of static electricity 
cannot be - prevented it can be controlled in a 
hmJted area ^ the ltem 10 de£ilt is 

conductive then the problem is very easy, 
Charge on a conductive material will equalise 
itself over the whole surface area. Merely 
grounding the material will remove the 
charge. 

On non-conducting materials this practice 
will not work as the charge can vary greatly 
from one point to another. 'Ibis has to be 
dealt with using an ionised air blower - a 
device which bathes the area with positive 
and negative ions which are attracted to the 
charged areas of non-conductors and cancel 
them out. 

We can now go on to describe the measures 
that can be taken against static. Both in order 



WHAT CAN I DO ABOUT IT? 


In an ideal world 

Ideally all static sensitive devices should be 
handled in a static safe work area. Tills can 
defined as an area where static electricity 
Is discharged at the same rate at which it 
charges, Therefore no static build up can 
occur, In order to achieve this we have to 
drain all conductive materials to earth, This 
cun be achieved by using a conductive work 
surface connected to ground via a 1 MegOhm 
resistor (to limit current How], You should use 
a conductive mat and wear a wrislband - both 
connected to earth via 1 MegOhm resistors. 


This will protect the components and circuit 
boards from any static charge on conductive 
materials used in the work area. 

Thls only takes care of the conductors. For 
the non-conductors an ionised air blower 
should be installed to completely bathe the 
work area. Any components or circuit boards 
carried away from die area should be placed 
in static shielding bags and sealed for com¬ 
plete protection. Tills would complete the sta¬ 
tic safe work area - at some cost it is true but 
for companies spending thousands of pounds 
on components and circuit boards it is a wise 
investment. 

In the Real World 

What about us? We can’t go Installing ion¬ 
ised air blowers, J hear you cryll Well for the 
average Atarian who wants to stave off the 
anti-social lightning here’s a few ideas. 

1. Make yourself a conductive work surface 
that is connected to grou nd with a 1 
MegOhm resistor. Not too tough for a 
bright lad like you! 

2. Get a wrisbstrap and use 11.1 Something like 
a 3M Charge Guard 2066. It is comfortable 
to wear, easy to use and effective. 

3. Make yourself a clip to connect between the 
ground of the unit you are working on and 
the conductive work surface. A couple of 
crocodile clips will do. 

4. Only use a soldering iron with a grounded 

tip 

5. Those non conductors? Keep them away - 
no exceptions! I have a picture of the dam¬ 
age done to a chip by a polystyrene coffee 
cup, 

When you have seen the damage it can do, 
you realise that these simple precautions can 
save a lot of heartache. 

All facts and /Spares supplied by 3M UK pic 
courtesy of their Head Office at BmcknelL En¬ 
gland, probably the world leaders Ln static 
control 
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NOSAUG 

PD COMPILATIONS 


EDUCATION 

T his Public Domain tape from NOSAUG 
contains ten games sharing a com- 
mon educational theme. They are 
mainly aimed at young players who have re¬ 
cently been introduced to the confusing world 
of numbers and alphabets. The programs use 
Rasic so you can examine the listings and 
perhaps pick up some programming tips for 
no additional charge! 

First up. Spell blast is a variation on the 
hangman theme. You are asked to guess and 


then spell a word chosen from one of three 
alternative categories - computers, animals, 
and musical instruments. 'Hie players objec¬ 
tive in Alpha Run is to manoeuvre a small 
vehicle over the numbers 1 to 9 or letters A to 
Z In sequence, whilst avoiding the screen 
boundary and other obstacles. Meanwhile 
Alphabet Train presents a fun way to learn 
spelling. A word is displayed and the player 
selects corresponding letters from railway 
wagons which scroll horizontally into view. 
Correct letters are deposited onto a truck and 
if there are no mistakes the word ts whisked 
off screen to make room for the next one. 

The Counting Game asks, simply, how 
many symbols are shown? Success is re¬ 
warded by a cheery jingle and graphical sequ¬ 
ence. Marathon Maths Involves a race be¬ 
tween two players. The first one to highlight 
die solution to a multiple choice maths ques¬ 
tions gains several paces towards a finishing 
post. If the answer's wrong however, the 
opponent gains ground instead- In Math 
At tael; you can select the type of questions 
(multiplication, division etc.) and also max- 


UTILITIES 2 

I f you want to draw, compose music, print 
cassette inlays, calculate exchange rates, 
cheat at arcade games or design video 
titles, UTILITIES 2 from the NOSAUG PD 
cassette library is one for you! 

Artistic types will enjoy Keystroke Artist, a 
drawing tool based upon straightforward 
keystroke commands. It may not be feature 
packed but it s not bad for a quick doodle. 

Antic Magazine s Antic Music Processor is 
well regarded by disk users but has not pre¬ 
viously been released on cassette. Thanks to 
some hand work by NOSAUG. anyone can 
now sample the musical delights of this exccl- 


be composed, quickly and with minimal 
effort by anyone who can read sheet music. 
The music player utilises all available voices 
over a range of five and a half octaves, and Is 
accompanied by an attractive light bar dis¬ 
play, Four good tunes are also supplied on 
tape. 

With the help of Current Exchange you can 
discover how much your foreign currency is 
worth, but first you 11 need to type in the 
up-to-date exchange rales. Why not use a 
calculator instead? On a more practical note, 
die 1020 Ca**ette Inlay Maker is - as its 


name suggesLs - for 1020 plotter users. Its 
lent machine code utility. It enables tunes to function Is to create blank inlays for placing 
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m values The program generates prob- 
% waits while you enter the results. 

Copf Cat is an exceedingly addictive (well l 
was hooked!) Simon Says game. Using a 

tick, you have to repeat the demonstrated 
sequence of coloured lights and correspond- 
i ri g sounds. The Reading Program is another 
memory jogger intended for slightly older 
users, A short story is displayed and then 
removed from view. You must answer ques¬ 
tions based on the story - not as easy as you 
think! Next. Fun With Word* comprises an 
anagram quiz and a simple hangman game. 
Last (and also least) is Guts* My Number, a 
space filler that requires you to guess a 
numbed!). 

In the event that you don't find any of these 
programs useful, the good news is that they're 
supplied on a good quality C6G cassette! 


# rale: Cl 2: EDUCATION 

O Publisher. NOSAUG 
O Format; Cassette 
Q Price: £2.95 

■Reiuetued by Paul Rixon 


CONTRIBUTIONS 

YOUR contributions are the 
lifeblood of New Atari User 

AH of your contributions are 
welcome but at the moment 
we need more 

GAMES LISTINGS 

BONUS PROGRAMS 

However don't stop sending in 
other articles and programs. If 
something interests you* you 
can be sure it will interest 
someone else so write it 
up and send it In - NOW! 


inside cassette boxes - handy if you need to 
re use old (apes. 


If you're keen on arcade games but find them 
too hard. The Tap-ester (originally published 
by NAU) claims to have an answer - that is, if 
your game is one of the fourteen recognised 
titles. All you do is choose the game that’s 
giving you grief run The Tapester and then 
Itiad up the game itself In Batty Builders you 
become immune to bricks and dynamite, in 
Panther you gain infinite lives and in Hover 
I V'Wtr you can start at lew I sixteen! Finally. 
Video Tit let allows pages of text in be input 
cind saved in a sequence to record for your 
video intros and credits. The text is faded out 


gradually to gjve your titles a professional 
appearance. Printed instructions provide 
hi nts on the technicalities of video connec¬ 
tions and editing techniques. 

Overall, Utilities 2 is a mixed bag but is 
worth having for the Antic Music Processor 
alone. Contact NOSAUG for details of other 
PD tapes available, 

• TUle: €09: UTILITIES 2 

O Publisher; JVOSAUG 
O Format; Cassette 
O Price: £2.95 

Kei?ieu?ed by Paul Rixon 
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TIME 

by Ian Finlay son 


DAISY-DOT II 

GOING DEEPER 


I n issue 69 I gave an introduction to the 
use of Daisy Dot 1L and at the same time 
John Bunting described how to use 
Daisy Dot in a much more advanced way with 
Page 6 Writer and Spartados. If you have 
hardware that will accommodate a RAM disk 
It is a good Idea to experiment with It - you 
will find you can gain significant speed in¬ 
creases wiLh any program that accesses the 
disk drive regularly as disk access to the RAM 
disk is almost instantaneous. Anyhow [ will 
continue at a more basic level expanding on 
my last article and showing how to change 
the format ofyour document on the fly. 

We saw in issue 69 how to set die overall 
format of the document as you prepare to 
print it. These various formats and fonts can 
be turned on and off inside your document if 
you want to highlight a word or sentence by 
boldening, italicising or centring for example. 
There are 17 commands which can be embed¬ 
ded, and all are done in a similar way. Go 
back to your favourite word processor - ihe 
commands have to be put into your text be¬ 
fore you go to DDII for printing. 


A SIMPLE EXAMPLE 

Lets take one specific example before looking 
at all the available commands. We will embol¬ 
den and underline the phrase 'within 7 days" 
in the sentence "Your reply is required wilhin 
7 days or further action may be taken!" 
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To start to insert a command in your text all 
you have to do Is type a backslash V You may 
not find this as easy as you expect! In Tex- 
tpro, for instance, {SHIFT] 11 , moves the cursor 
back one word! You have to type [E$C][SHIFTJ>, 
to put the backslash into your document. If 
you arc using another word processor that 
has a special function attached to the [SHlFTf. 
combination look in ihe detailed instructions 
to find out how to generate a \ on its own. 
After the backslash you lype the required 
command string. Don't worry about upper or 
lowercase letters, both are treated the same 
by DDII. The command for bold is D and for 
underline Is U, Both these are "toggle’' com¬ 
mands ■ that means you use the same com¬ 
mand to turn the feature on and to turn it off. 
So to get the format we want for our sentence 
it should look like this:: 

"Your reply is required MJVBwIthln 7 day- 
s\U\B or further action may be taken!" 


GENERAL USE 

Embedding other commands is done In the 
same way, though (hey are not all Just a 
single character- You can see in the Lablc the 
formofeach command. The italic script in 
brackets shows what kind of Input is accept¬ 
able. Do not type the brackets and do not 
leave any blank spaces that are not part of 
the original text as DDII considers spaces to 
be part of the text, not part of the embedded 
commands, 

A word of can lion about the embedded for¬ 
matting commands is necessary. Although 
DDII Ignores these your word processor docs 
not, so if you put long commands into a text 
line your word processor will treat t hem as 
text and insert a carriage relum to start a 
new line. When DDII removes the formatting 
command the line can become too short and 
it 1x111 look rather peculiar. If you want to 
avoid tills problem try as far as possible to 
add format paragraph by paragraph. T he 
commands can then be put in on the blank 
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pAISYDOT 2 - Embedded Commands 


Action 

Form 

Notes 

Font change 

\F {D: Filename, Ext} 

Dx:FiIename.Ext is name of font file 
(must be available to DDII at prim 
time), DDII assumes ,NLG If Ext Is 
omitted 

Density change 

VD {1-4} 

i - Single, 2 - Double, 

3 • Double Draft, 4 - Quadruple 

Spacing change 

\S(0-9 or A-K} 

From 0 - no space to 9 approx. 1.5 
characters spacing 


VL 


as i 

VC 


■- 

Right Align 

\R 


Justify 

\j 

Makes both left and right margins 
straight. Do not justify last line of a 
paragraph (add VL at end of para¬ 
graph) 


\M {0-9 or A) 

1 - 0.5”, 2 -1”, 3 1.5" etc. 0 ■ none, 

A - 5" (on 8.5” paper) 

Bold 

VB 

toggle 

Double Wide 

\W 

toggle 

Underline 

\U 

toggle 

Append 

\A{Dx: Filename. Ext} 

Insert on its own line * Chains text 
of Dx:Filename.Ext at end of 
document 

Position Tab 

VP 

Sets a Tab at current column 
position 

Execute Tab 

VT 

Adds spaces to next tab stop 


VE 

Erases all Tab Settings 

include file 
Verbatim 

VV {Dx.Filenam e.Ext} 

Includes file Dx:Fiiename.Ext byte 
by byte in the document (e.g. to 
embed picture file) 

New Page 

VIM 

Forces start of new page 
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line betwieen paragraphs. Tills Is particularly 
important for the long commands - those that 
Include a filename. Where it Is essential to 
format small bits of test within a paragraph 
try not to use too many commands at onoe. 
For example \0\U\D1 to turn on Bold. 
Underlined. Single density text followed by 
\BVU\D2 to revert to normal effectively adds 
two seven letter "words 1 ' to the line In your 
word processor. 

Daisy Dot II does not have a'WYSBVYG [what 
you see Is what you get) capability so inevit¬ 
ably there lias to be a bit of trial and error. 
Keep some old paper handy for your first 
print out and check that the layout is entirely 
satisfactory before printing final copy. At first 
it may seem a bit tedious but you will soon 
gain experience and the Improved final 
appearance of your document is well worth 
the effort 


DETAILED NOTES 

I do not expect you to want many \ charac¬ 
ter in your documents (unless you are going 
to write an article about DDH1E) but if you do 
It can be achieved by preceding each \ wlLh 
another Y So \\ prints as \ and \\\\ prints 
as \Y 

Most of die embedded format commands are 
easy to use If you follow what is in the table, 
but one or two are probably not fully self 
explanatory so here are a few amplifying 
notes. 

ALIGNMENT - The Individual commands are 
probably self explanatory, but it may not be 
so obvious that you can use more than one 
alignment command in the same line. Let's 
take an example. If you are writing a long 
document you may like to have a top line on 
each page which has the Chapter number on 
the left the document name in the centre and 
die page number on the right. This can be 
done as follows; 

\LChapterl\CMy Autobiography\RPage 1 
50 Page 



Start the next line with the alignment com- 
mand that is In use in the main body of the 
document (VJ or \L usually), If your word 
processor has the ability for headers and foo¬ 
ters you can put a line like this into the 
header to be automatically printed on every 
page, 

TABS - Aligning text correctly in columns can 
be difficult if you try to do it with spaces, but 
DDII makes it easy. First turn off existing 
labs with \E. Then as you type in the head¬ 
ings for your columns you can set up the 
labs, for example; 

SURNAME VPFORENAME \PADDRESS 

Now as you type in the text for the columns 
just put in the YTs to align to the tabs; 

Finlay so n\TIan\T60 Roundstone Crescent 

Easy isn’t it? Just one further point - if you 
want to centre or right justify the whole block 
of columns it is essential thaL each line is the 
same length - otherwise everything will turn 
out ragged again. To achieve this Just put an 
extra \P at the end of the first (heading) line 
at the point where you want the line to end 
and a \T at the end of all the other lines. 

GRAPHICS - Embedding a graphic is possible 
using W. but this is something I have not yet 
tried. There is a Basic program on side B of 
the DDII disk called Billboard This allows 
you to change the size of Micro painter files to 
suit your document. As I understand it the 
graphics capability only allows full width 
graphics - DDII can not wrap text around a 
graphic. If you have used graphics in DDII 
why not write a short article or a letter to New 
Atari User and share your experience. 

That’s all for this time, I will go on to the 
DDII font editor and other extras in the next 
time. Meanwhile if you have any specific tips 
or questions about DDII please write to me. 

Jan Fin l ay son at 60 Rounds tone Crescent. 
East Prestan f West Sussex BJVI6 1DQ and I 

will try to include you in the next article* 
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The Accessory Shop 

ISSUE 70 


CONTINUING CLASSICS 

Although there is no new software nowadays there ts still a chance 
to buy the classics from yesteryear. Stocks are d min tiling though and 
this could be the last chance to complete your collection * Buy now f 


asteroids 

Asteroids surround you! Use 
your photon cannon to defend 
your spacecraft from a field of 
asteroids which become progres¬ 
sively smaller, swifter and more 
dangerous, Watch out for enemy 
saucers too! For 1 to 4 players 

ROM CARTRIDGE 

OUR PRICE £5.00 


LIMITED STOCKS 


MILLIPEDE 

Creepy ca*ly bugs like* jumping Spid¬ 
ers bulling bees, blunging twills, 
mosquitoes, dragonflies inch woTms 
and earwigs have -invaded your litite 
garden patch and you have to blast 
Iasi to gei nd ot them' Fast action 
graphics and great sound Use your 
Trak-ftali tor even greater piay power 

ROM CARTRIDGE 

OUR PRICE £5.00 


LIMITED STOCKS | 


DEFENDER 

An alMirme classic l-om the arcaoas 
Aliens have smarmed over your planet 
attempting to capture humanoids and 
transform them into destructive 
mutanls Fortunately you command 
DeSender, (he mosl deadly spaces Np 
aver neap an eye on the radar tor the 
nest attack wave 1 Or 2 players, 

ROM CARTRDIGE 

OUR PRICE £5.00 


LIMITED STOCKS 


ETtW 


The Mad Bomber IS back and 
intent on blasting you to kingdom 
come unless you can gej your 
buckets, of water out in’ time to 
catch and diffuse the bombs. 
One of the simplest concepts yet 
highly entertaining., especially for 
the kids. 

ROM CARTRDIGE 

OUR PRICE £3.95 


LIMITED STOCKS 


GALAXIAN 

Swarms of Drones. Emissaries and 
Hornets lead the way in attack and 
proied the Commanders who guide 
the force Your only hope is to (test 
them 0 H/I oi (he sky berore Ihey 
destroy you True classic e*oie- 
meni that can still give you sweaty 
palms 10 skill levels 

ROM CARTRIDGE 

OUR PRICE £5*00 


LIMITED STOCKS 


MUSIC PAINTER 

An ertenmg educational prog ran ihai 
helps to leach music by using colours, 
instead oi notes Change the fifteen 
supplied songs IP lealure different ri- 
Strumeme, make the notes longer or 
shorter or transcribe your own songs 
NO mufiiical knowledge: required to 
make your own great music. 

DISK ONLY 

OUR PRICE £4,95 


LIMITED STOCKS 


POLE 

POSITION 

THE facing game for the Atari 
Classic, very little has inv 
proved on this winning formula 
that brings unload fun to young 
and old alike. 

Pom cartridge 

PUR PRICE £5.00 


TENNIS 

Forehands and backhands driving 
approach shots angled volleys over¬ 
head smashes and tricky lobs - you vft 

K ali the strokes in Tennis! Here's 
action packed game than chal¬ 
lenges you to play at your best Play 
singles again&i [he computer or 
another player or doutHes against 
another player 

ROM CARTRIDGE 

OUR PRICE £5.00 


LIMITED STOCKS 


10-PRINT 

Owners or the 1029 printer just have 
to have this superb unify that enables 
program li&Ungs to t» printed out with 
all the conlr&! tfia/aclers ijj&l as you 
see in New Atari User] as well as 
printing in any choice or font. Full in¬ 
structions are included for you to print 
out your loners and Mher dOCuTnons 
in any fonl you choose 

DISK ONLY 

OUR PRICE £4.95 


PAGE § EXCLUSIVE 
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ROM CARTRIDGES 


All brand new in original boxes, mostly shrink wrapped 


ONE ON ONE 

Play basketball wilh two cl America s lap players in this 
greal sports simulation which fealures realistic ollensive 
and defensive moves latigue factors, hot streaks a shot 
clock, even inslant replay and a shattering backboardi 
Like the game of basketball rtself, One-on-One rewards 
you for playing with your head as wait as your hands 
Master the joystick moves, sharpen your kmingi and 
hone your reflexes Jump! Shoot! Score! 

OUR PRICE £6.00 

US FOOTBALL * 

American Foothaal is a big craze m this country and you 
can now play at home Outsmart the defence, pass with 
amazing accuracy, run with speed and agility, make 
tackles. select cl tensive and delensive plays and more 
You can taka on the computer in a practice game or 
challenge a trend to a dramatic video bowt game ot 
your awn in a packed stadium Alt the 1 drills of ihe 
gridiron 

OUR PRICE £6.00 

SUPER BREAKOUT 

Breakout was the Original simple ye! tonally addictive 
game and this enhanced version will provide even more 
ad diet iv* fun Needs paddles 

OUR PRICE £3.95 


There are very feiv 
ROM cartridges left 
now for the Atari - 
complete your collec¬ 
tion while you can 


DISKS ... 


SIUCON DREAMS 

Taking tha rtue of Kim Kimberley you are a heading 
participant in the colonisation of Eden, a planet 
prepared for human habitation by an advance guard 
□f intelligent robots who battle with the native arid 
highly aggressive fauna. In this highly structured 
and realistic environment you must move your mind 
into the twenty-third century. Sri icon Dreams is three 
excellent graphics adventures - SNOWBALL RE* 
TURN TO EDEN and THE WORM IN PARADISE 
from the masters, Level 9 

OUR PRICE £5.00 


FIGHT NIGHT 

Fighi Night brings you all ihethnll® ot the boning nng as 
you lace iiwe ol the most brutal fighters ever ns five 
separate battles are tonal war wnh relentless aciion The 
Boxing Constructor Set allows you and your opponent to 
create your own perfect boxers, selecting slamina, intel¬ 
lect and style Tram, spar and step into the nng to pit 
youf perfect boxer against che computer or another 
opponent 

OUR PRICE £6.00 

POLE POSITION 

Everyone has heard Of Pole Position, the racing game 
that inspired almost every racing game since, ft may be 
the original and some oThef games may have added 
features but Pole Position SUN retains *5 challenge after 
many years. One Of those games that has exactly the 
nght balance Of game play and graphics to make it a 
(classic that will last forever It it is not m your collection, 
make amends now! 

OUR PRICE £5.00 

HARDBALL 

All the thrills ol American baseball can be yours on a 
summer afternoon in the ballpark Sit behind home 
plate, along Hie left field line, down the right lield line or 
join the manager in ihe dugam Look owr the pitcher's 
shoulder as he ihrows the nexi hall You coniroi ail the 
action of the batsmen, pitchers and fielders as you try 
and battle your way to ihe top of the league An exciting 
game lor one or two players 

OUR PRICE £6.00 

BASIC CARTRIDGE 

Some programs, especially some early public domain 
program® wont run on I he XL0(E but ihey will il you 
plug in the old version of Basic 

OUR PRICE £2.95 


The Intoeom classic and [he adventure game that 
changed the way all future adventures were written. 
The Great Underground Empire of 2ork is welf docu¬ 
mented by now and thousands of players have 
become addicts graduating to Infocom s more diffi¬ 
cult adventures. Zork I is the ideal nfroductcry level 
adventure for beginners or those wth a little experi¬ 
ence. If you have never ventured underground be¬ 
fore now is the time fo try, it’s never bean cheaper 
to expand your universe! Classic original Infocom 
packaging with excellent manual and a map. 

OUR PRICE £2.95 


ZORK 1 
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PANZER GRENADIERS 

iti»s exerting solitaire wargame yog -make the deci¬ 
sions for a regimen! ot the eiiie armoured inlantry 
1aehe< j ip [he Panzer Grenadiers Your forces also 
include mortar, artillery. Panzer IV, Panihw and Tiger 
jni rs The Russian enemy is directed by the computer 
which will I tersely challenge you with ns own comple¬ 
ment of infantry, tanks end ami-tank guns Three levels 
ol difficulty, joystick.control, hi-res graphics 

OUR PRICE £5 00 

LANCELOT 

Level 3 recreate the time of wizards and ihe Knights of 
ihe Round Table in a three part adventure spanning the 
complete saga of the quest fori he t+oly Grail. Superbly 
researched and superbly written this lead adventure is 
lull or atmosphere and highly recommended 

OUR PRICE £5.00 

RAMPAGE 

It's rough and tumble all the way a& you control three 
meredihty nasty characters which bear a remarkable 
resemblance 10 King Kong. Godzilla arc Wolf-man 
through an orgy of destruction in Chicago. New York 
and San Francisco You have t.50 days of destruction m 
50 airfarent cities Time fox some reveng*' 

OUR PRICE £3.95 

THE E FACTOR 

The E (actor represents the amount of time the energy 
sources on the planets m our galaxy will Iasi Many 
planets need emergency fuel capsules delivered n they 
are io survive You must pact Ihe interplanetary course 
and guide your craft through ihe quadrants tilted wnh 
odsiacies such as space mines, alien fighters and spin¬ 
ning asteroids Gan you complete a mission beiqre 
another planet calls on your services'? 

OUR PRICE £3 00 

DRUID , 

Another classic in which, as Last ol ihe Greal Druids, 
you wander through the Dungeons of Acamarnor with 
your mighty Golem by your side on a quesi to destroy 
the tour demon princes As you delve oeoper into Ihe 
dungeons you will find thesis containing spells of for¬ 
midable power io aid you and Pentograms of Life which 
Wlt | a nd revitalise you. Excellent graphics and su- 
Pem gamepiay make this one of ihe besi arcade games 

OUR PRICE £3.95 

gauntlet the deeper dungeons 

jf you have the origrnpl Gaunllet disk then you will 
_now how good the game 15 and will wan to extend 
P-ay Wirh the Deeper Dungeons. Over 500 new 
™ng*qnt are here for you to explore This is the way 
^vive your interest in Gauntlet and play on for many 
lore hours or days' This is a daia dek only and 
"*iu res the onginal Gaum let disk 

OUR PRICE £2.95 


NEW YORK CITY 

Welcome to Tire Big Apple The burned jungie of steel,, 
concrete and glass tonsiies with fasonanng sights and 
more than ns share of danger From the placid greenery 
of Central Park, ihere ts no dry in the world like New 
York, and boy are you about lo lind than outl As a 
visiting tourist you only have a limited time id see ail Ihe 
sights, bm New York City has a tittle more excrtemeni. a 
little more danger in store than a mere sightseeing trip to 
the zoo' 

OUR PRICE £3.95 

BALLBLAZER 

The year ts 3097 and you are the contestant in the most 
compel live and by far The m ost popu ler s pen in the 
universe Jump immediately into head-to-head action 
against a inend or hone your skills against a select on of 
Droids Either way. you're in fori he match of ihe oen- 
luryi Excel teal graphics and spirt: screen action have 
made this one qI ihe Atari classics. 

OUR PRICE £3.95 

JUNO FIRST 

A fast and furious space shoot em tip translated from 
Konami s early arcade machine of ihe same name 
Dozens of alien craft will attack Irom all skies and you 
must be quick to otast them away and earn your 
bonuses If you feel thai you are going to die then you 
can take The last resori and warp away through a 
kaleidoscope of colour. Similar to invaders, this fast 
shoot 'em up will appeal to any arcade gams fanatic. 

OUR PRICE £3.95 

JUGGLES RAINBOW 

A first computer experience tor children aged 3 to 6 
that leaches ihe concepts of above, below, left and 
right plus letter recognition allowing children to enjoy 
learning with colours and music and games They can 
create and play themselves 

OUR PRICE £2.95 

THE LIVING DAYLIGHTS 

Coniroi James Bond through eight fast and furious 
levels horn Gibraltar to Afghanistan and you wilt encoun¬ 
ter the SAS (friendly), the KGB {nert so friendly) and 
enemy helicopters (very unfriendly!). You are up aqamss 
Brad Whittaker international arms dealer and megalo¬ 
maniac. Necros his ruthless sidekick and Koshkov, ahe 
double dealing KGB General. You may fall in love with 
the beautiful Czech cellist Kara, but can you irusi her? 

OUR PRICE £2.95 

NIBBLER 

Slinking through an unknown land Nibbler finds himsell 
in an mdesceni world of constant change As time grows 
short he body grows longer and he risks running into 
himself Can he survive 1 ? 

OUR PRICE £1.00 
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A great Sals EigN oppo¬ 

nent, engdised speech, rwo piay-ei op¬ 
tion live i&f&l'Ck control, ful matchplay 
scoring, a &Bn» erf humour, superb 
playability 

BOMB FUSION 

A lerfoptf gang has panted borrt» 
throughout the Sellers tale Nuclear Puj- 
cessing Plan) and you have to go in 
and save the plant and mk bly the 
rkurthftfn Hemsphere Imam cteslnjcnon 

DESPATCH RIDER, 

Join its growing band ul street demons 
who t«nfy the popuiainn of the big 
cflme io gel the paioete through Plan 
your move* to make some money, but 
don 1 lake too lone - time is akway t 
Shod Gam an instant macho rating and 
be a despatch rider with this simulation 

FEUD 

To win. at Feud you must ■'out-spud' 
your rival Wizard Leanorc In Kleke's 
herb garden you will Imd the ingredient^ 
lor your spoils but tread caretu ITy as 
Strange things can happen in ibm game 
c" magic ano mystery 

FOOTBALL MANAGER 

Fsalurw include Tiansler Market, full 
League tables : injures. save game 
facirlii; promotion, and retogadion; FA 
Cup matches, nWiagenaJ rating, Adivl- 
sons; a* season* and you like 
pick youMeam using seven skill levels 

GHOSTBUSTERS 

Has anybody seen a ghost 5 Matter of 
lad yes mey have! At this vo^y moment 
hundreds of ahosit are making ihe* 
way to the infamous spook central 
Only you can save ihe world Irom a 
d.taster of bWical proper:ion*. 


GUN LAW 

Four TOhihs d bloody aton attacks 
have taken ihe.r toll - all ih* surviving 
inhabitants hsve lied and arson attacks 
have beer made on your weapon 
ssores You are left to fight alone 
agamsl ruthless and bloodthirsly killers 
with |ust a single machine gun 

HENRY'S HOUSE 

Lirlle Henry has shrunk He mu&l navi¬ 
gate his way through the royal house¬ 
hold 10 find the cure Avoiding all the 
obstacles m his path. 1 rom ferrule 
toothbrushes, through pestiferous par¬ 
rels and chefs chasing chickens, to a 
final; encounter with the vicious vampire 1 


INVASION 

Mobilize your units and prepare for bat¬ 
tle This al acicn space oarrfiid >e- 
q un££ skih, strateev and laaes You 
must deshoy the weather control staion 
in Older to win the beetle but every 
move you make the enemy will counter 
and they re waning for you io s^J up 


KIKSTART 

The ultimate olf-road moioitnke scram¬ 
ble simulator Guide your rider carefully 
over ihe obsladee m ihis all action 
simulator for l player against the com- 
pule-r or 2 players agamsl each other as 
well as the dock 

KNOCKOUT BOXING 

Challenge (or the Heavyweight Cham¬ 
pionship ol the World by boning your 
way past nine progressively more skilful 
oppooBnis. You wil need speed and 
ski* to deliver stomach punches, points 
scoring head jabs or deadly upper cuts 
Your must keep your guard up or the 
referee mil ceunl you Out 

LOS ANGELES SWAT 

Rescue ihe hostages horn the terrorist 
gangs holdir*g out in Weel L A. Clean 
up the streets Blew away Ihe bad guy* 
and be a hero on nerwork T V.t Fail and 
you. won’t be awning bee* to watch it. 

AH action joystick bend mg combal lor 
those wnh the skill to survive' 

milk race 

Cycling 1,00Q mlee « no nnean teal - 
and you could end up feefcng pretty 
exhausted by the u me you ue ime ned 
play mg the. superb race simutotmo de¬ 
signed with the Milk Ft ace in mind 

MR DIG 

An old (avounie in which Mr Dig has to 
dig lor hidden food suppiiee in th* 
Meame' lemtory betow ground As he 
d«s he pan eat cherries or crush the 
hiearnot with apples Special treats 
earn extra points and a Magic Power 
Orb can toll all the Mean** 


NINJA 

Blasts, the belt of! a! other manual arils 
games' Thai s all n says on the inlay! 
Someone sure reckons th® is the best 
punching, kidung. ducking and divmg 
game around 

ON CUE 

A challenging real life simulrian which 
cambmes Pool and Snook&r on the 
same cassette An abtckuie must for 
both enthusiasts and beg inhere alike H 
you have ever warned to be at the 
Cructole nows your chan® 

PANTHER 

Save ihe last humans en Xenon bdore 
the alien hordes lurn them into Sunday 
roast 1 Take your ground anaek ship 
through th® 3-D scrolling -mega shoot- 
em-up with great graphics and unbe- 
liev^3le soundtrack 

PENGON 

Gan you save Penguin Willy from the 
leroci&us muter* sea lions* Stun them 
by knocking them agamsl the walls or 
crush them to a horrifying death vrth 
sihdmg I® block* High Speed arcade 
action game, greet grac-hes and music 


PLASTRON 

Take 'your place m a smei band of 
pxaies out to steal lossil fuels liom the 
bggest corporal ion in the galaxy You 
musl guide your shuttle craft along ihe 
surface of the planet Plastron to colled 
as rruch fuel as you can Item the 
heavily defended mine zones and then 
rendezvous with the supply tank 

PROTECTOR 

Assigned lo Fort Rucker, the U$ Army 
Helicopter Training School your aim is 
io become the besi chopper pitot this 
s de of ihe lion curtain Your msston 
cor a r is ol a strategic battle Of wits 
betwBBh yourself and erther another 
pilot or a computer comroiied PPV 

rogue 

You are the ROGUE. Your mssto-n is So 
search the Ckungeans- ol Doom fdr ihe 
Amulet of Vendor In the dungeons you 
wil fmd many things to a*S She quest lor 
she Amulet You w.ll also anoounler 
learsome monsters and fiendish traps 
ltitf will challenge al your skills 

REVENGE II 

The Mutated 90 toot high, laser spitting 
death camefe have rebelled agamsl 
ih*f captors the Zzyaxians and are out 
tor revenges Al acton, hghly graphical 
shoor^em-up from Jeh M inter 

ROCKFORD 

The only true arcade version of the 
•classic game Boulderdash There are 
four levels on each ot two different 
worlds with four screens on each level, 
it al l add* up to eig nty tolaiy dfflerent 
playing screens 

SIDEWINDER II 

It ® 27 yffirs since the final battle Ol the 
war with the aliens £7 years of peace 
have reined »n the Western Spiral Arm 
of the Gaaxy Ail this is about to 
change Step aboard your aatf ano pre¬ 
pare to defend mankind m this all action 
space blast 

SPEED HAWK 

A smoothly scrolling arcade game m 
which you must defend the ring worlds 
ot your solar system Irom apace pi¬ 
rates You atone can *nloi the single 
seater lighter to undertake ihe iask ol 
destroying ihe mulant guardian that 
proieas the fleet ol pirate 

SPEED ZONE 

Enler She Sp^etozonrs in a frantic d&- 
f-whee agamst marauding alien loroes A 
survey sh'P sent i-nio ihe area comes 
under anack. As an enemy vessel 
draws closer your h STaRi-iRE" class 
aback crah i£ launched 


MORE 95p CASSETTES 
ON THE NEXT PAGE ^ 
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SILICON DREAMS 

Tiigftg the role or Kim Kimberley 
1 J a leading participani in the 
colonisation of Eden a planet pre- 
oa'ed lor human habitation by an 
advance guaJd of intelligent robots 
who batile wit ft tf» native and highly 
accresS've fauna In The highly 
structured and realistic environment 
you must move your mind into the 
iweriy-thmd century Silicon Dreams 
is th-ee excellent graphics adven- 
HH-bS-SNOWBALL. RETURN TO 
EDEN and THE WORM IN PARA- 
GISE from the masters. Level 9 

OUR PRICE £5.00 

DECISION IN THE 
DESERT 

Take command at the Barilo of El 
Aiamem You can lead either side in, 
this accurate simulation from the 
creators of F-15 Strike Eagle 

OUR PRICE £5.00 
LANCELOT 

Level 9 recreaie the lime ol wizards 
and the Knights ol the Round Table 
in a tfuee pan adventure spanning 
tine comp*ete saga otlhe quesl for 
the Holy Gran Superbly researched 
ano superbly written this lent adven¬ 
ture is full ol atmosphere and highly 
recomm ended 

OUR PRICE £5.00 

BATTALION 

COMMANDER 

An exalmg rea-Mlme ladcai game 
wiih you as lieuienant colonel in 
Charge of an entire armoureo batta¬ 
lion. Choo&e from five different sce¬ 
narios Irom a darning mission 
against a Soviet tank battarion to 
Jough assignments against the 
Chinese You can adjust the relative 
sfengihs of youf lorces and the 
opposiiion and choose from *Q diffe¬ 
rent maps and 5 different scenarios 

OUR PRICE £2.95 


MORE 95 p CASSETTES 


STAR RAIDERS 

Same against the the Zyton empire m 
your star shp in what & probably the 
must famous corrpu.Br game ever Thus 
full verson el the cSaK<. gar™ is now 
available on cassette complete with ful 
■hfttrud ions Can you afford lo be with 
out tfw program that people bought an 
Atari for'* 


TAIL OF BETA 1Y&AE 

Our A-Z (A Atari Software sa-ies &AyS 
"The ullxnale 'ScrarrtMfl' ckxie with su¬ 
perb graphics and muse “A greai hon- 
zonlai scrolksr 


TWILIGHT WORLD 

Enter the Twwghl World. Egupped wrth 
the iatesi m anti-gravity pods and Las#' 
weaponry, betftte your way through &ach 
of the sfeven dungeons def&amg their 
fiendishly PeviduS nh JOitants along the 
way A game from Atari themeelves! 

UNIVERSAL HERO 

Only seven seconds letl to save the 
piar at 1 UorversaJ Hero has to save his 
skin and everybody else s by finding- 
bfls lo repair a shun to io gat to a planet 
to pick up the spares to mend a space 
Ireighlar wh-ch ft Out Ol control and 
about to blow him and his cTwioes of 
getting back to -eatth to atoms 


CROSSFIRE 


You are ato-ne in a deserted aiy sur¬ 
rounded by aliens who shod lasers 
from every di recticn You ll have » 
concerttrate on where the short are 
coming from otherwise you ll be caught 
in the CflOSSFiHE One gl those tairty 
Simple yol highly addlcfrre garnet 

OUR PRICE £2.95 


COLOSSUS CHESS 4 

Claims to be the boa chess prog¬ 
ram of ell The writers or Sargan III 
would disagree, but there is no 
doubt this is a fine chess simulation 
particularity for advanced players 

OUR PRICE £2.95 


ST SOFTWARE 


MUGSHOT 


HwM *Ofn* fun wfffj y(K*T ST craat- 
j ng Iota at ftiimriauw 'mugtftoH ' to 
enteftmtti your tomify *nd friend* 

* Extremely easy to 

* Full dacutmntttim 

* Several ftinf options 

* Groat tor (he ktdsi 
t Colour Or Mono 

Tr&st the kids to it fun 
program that wifi keep 
them quiet for hours. 

Jkmi (tec il abfe/rom MG£ $ al thz 
LOW, LQWpikt qfjial id 55 

DON'T MSS OUT! 


i 



hdp your JCN*8n iwth (h«r toioiABdg* tf the 
world ot svpard your gwn mnivvse 

GEOGRAPHY TUTOR prstnls 
maps and stai«1ical databases oi all 
ol the cduntnes of rlv» world 

* Celpur or Mono 

* Futty secure t* 

* Ch*ck poput*tk>n sire 

* Dtoeowr meh country * tits 

* Moor Nb tianel Anthems 

* Quiz option* ■ identify coun¬ 
tries. csptW* *nd mcr* 

* Compare countries to find 
tthich *r* Mu slim or highly 
populated etc. 

This excellent educallmaf 

is non.' aoailahle /rom 
PAGE 6 Qf the LOW, price of 
jiLtt jE 3 . - erder your cvpji ffOWT 


ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM 
ENCLOSED WITH THIS ISSUE OR WRITE TO 
PAGES, P.O. BOX 54, STAFFORD, ST16 1DR 
TELEPHONE ORDERS ACCEPTED ON 0178S213928 USING ACCESS OR VISA 
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lJk required device, and will be Ignored by all 
ther devices In the system. Together* these 
n^ms represent the System Exclusive 
"header". 

0n d this header the content may vary 
depending on the requirements of the opera¬ 
tion In our example the next byte would be a 
code Indicating that the data following repre¬ 
sents Proteus preset voice data, and after t his 
would be sets of data fields carrying the pre- 
jict voice number and parameter values defin¬ 
ing it as required by the Proteus sound gener¬ 
ation architecture. Finally, a marker is 
needed to indicate that the end of System 
Exclusive data has been reached, achieved via 
a status byte with the value hexadecimal F7. 
There's one more thing usually included In 
System Exclusive messages carrying lots of 
data - and that's a simple form of error detec¬ 
tion. MIDI cables aren’t the most reliable 
means of transferring data from one device tu 
another so some means of delecting trans¬ 
mission errors is needed. This is usually 
achieved via a simple checksum technique, 
for example summing the value of all data 
byLcs. dividing the result by 12S. and using 
the remainder as the checksum value. The 
sending device appends this value to the end 
of the data and the receiving device recalcu¬ 
lates the checksum from the data it receives 
and compares it with the appended value. If 
the two agree, then the data transfer is 
deemed lo be correct and the receiving device 
sends a positive acknowledgment (ACKJ mes¬ 
sage to the sender. If not, an error lias occur¬ 
red and the receiver sends a negative acknow¬ 
ledgment (NAKJ to the sender and transmis¬ 
sion then has to be repeated until an equal 
checksum comparison is obtained. 


COMMERCIAL ST SOFTWARE! 

MUGSHOT 


rictary methods of handling things like dump¬ 
ing voice patches and voice patch editing, to 
fit in with their own internal hardware design. 
MIDI doesn't specify or restrict the hardware 
design or architecture of the devices using it 
so this doesn't transgress any MIDI stan¬ 
dards. H does mean that manufacturers can 
take advantage of any new developments in 
sound generation technology in new models, 
so this too in its way can be thought of as 
futu rep roofing from the hardware aspect A 
brand new synthesiser model using a com¬ 
pletely unique, innovative method of generat¬ 
ing Sts sounds will still work wilh the basic 
MIDI functions - but specific support software 
then lias to be written using System Exclu¬ 
sive to achieve the type of voice patch library 
and editing functions mentioned above. Let’s 
take a quick look at how this works, using a 
voice dump message for an E-mu Proteus 
synthesiser as an example. 


with John S Davison 


M IDI has now been with us for a long 
time, around eleven years In fact, 
and it's a tribute to its designers 
that it's managed to keep up with users' re¬ 
quirements during this lime. They knew it 
was unrealistic lo try to think of every possi¬ 
ble function to Include In the original specifi¬ 
cation, as unforeseeable requirements were 
bound to arise once MIDI got out into the real 
world and people began using it in anger. A 
degree of 'Tutureproofing” was required to 
allow additions to be made later, and they 
delivered this through the "System Exclusive 
class of MIDI messages. 

Actually, futureproofing wasn’t originally the 
prime role of System Exclusive, but it’s tur¬ 
ned out to be a convenient vehicle for deliver¬ 
ing extensions subsequently made to die 
basic MIDI specification. Its original intended 
use was to provide an open-ended means of 
supporting manufacturer specific hardware 
features found on particular makes of synth¬ 
esisers, drum machines, and oLher MIDI de¬ 
vices. These included the uploading and 
downloading of single voices or banks of 
voices between a storage device and synth¬ 
esiser, and remote editing of voice parameters 
to produce new patches. However, there are 
now two subclasses of System Exclusive - 
those used for manufacturer specific opera¬ 
tions. and the so-called "Universal'' operations 
through which major MIDI extensions have 
been Implemented. 

Different manufacturers use their own prop- 


Have some fun with your ST creating lots 
of hilarious ‘mugshots* to entertain your 
famity and friends 

★ Extremely easy to use 
■k Full documentation 

ir Several Print options 

★ Great for the kids! 

★ Colour or Mono 

Treat the kids for Christmas to a fun prog¬ 
ram that will keep them quiet for hours. 

Now available from PACE 6 at the 
LOW, LOW price of just £3.95 

DON’T MISS OUT! 


SYSTEM EXCLUSIVE 


System Exclusive messages form part of the 
MIDI message stream like any other message, 
so the first requirement is that they should 
Identify themselves. Tills is achieved by a spe¬ 
cial System Exclusive status byte having [he 
hexadecimal value FQ, which effectively warns 
I he system that what follows may be specific 
lo a particular manufacturer's device. Follow¬ 
ing this the message needs to indicate the 
manufacturer and model of device involved in 
the operation. A specific hexadecimal code 
value has been allocated to each registered 
manufacturer, for example 41 for Roland. 43 
for Yamaha, and IR for E-mu. Device model is 
also coded, and the Proteus may be identified 
by the value 04. for example. There may be 
more than one Proteus synthesiser in your 
system, and this is handled by allocating a 
single byte serial number to each one. Then 
by including the appropriate serial number in 
the message the operation can be aimed at 


and Real lime. The first named is used typical¬ 
ly in educational applications so won’t be dis¬ 
cussed further here, but we ll see examples of 
the other two shortly. In fact, I’ve already 
mentioned two Universal Non-Realtime mes¬ 
sages - the ACK and NAK messages cited 
above. They apply to data transfers between 
any two devices, no matter who manufac¬ 
tured them, and hence are ’’universal" In 
scope. 

When samplers arrived on the music making 
scene a few years back they brought a new 
problem wit h ihern. The raw material for 
sound generation wasn’t just a bunch of pa- 


UNIVERSAL OPERATIONS 


the other subclass of Systems Exclusive 
messages cover Universal operations, and 
. e&e further subdivided into three typ 
own as Non-Commercial, Non -Realtime 
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rametcrs required by a particular synthesis¬ 
er's architecture, but also included ' digital 
recordings" of the sounds themselves. And 
guess what? Different manufacturers use dif¬ 
ferent formats to internally store all this sam¬ 
ple data, so transferring (a.k.a. dumping) 
sounds from Sampler X into Sampler Y [of a 
different make) doesn't usually work. It’s pos¬ 
sible to record Sampler X's sounds onto audio 
tape and then resample them into Sampler Y„ 
but there's an unacceptable loss in sound 
quality using this method, The answer is to 
use a "Sample Dump Standard 1 {SDS] to 
allow direct transfer of samples In a common 
format from one device to another via MIDI, 
and this has been added to MIDI as a Univer¬ 
sal Non-Realtime System Exclusive based 
function, 

A typical dialogue between two MIDI devices 
involved in an SDS transfer begins with an 
SDS dump request from the dump receiver to 
the dump sender. The dump sender responds 
with a dump header containing the basic phy¬ 
sical details about the dump, such as number 
of bits in each sample, sample rate, sample 
length, loop points, and similar - enough to 
enable the receiver to reconstitute the sample 
in its own internal format. This is followed by 
a series of "data packets", each carrying 120 
bytes of sample data plus appended check¬ 
sum for error checking. The usual ACK/NAK 
interchange takes place following the trans¬ 
mission of each packet as required to achieve 
a successful sample transfer from one device 
to the other. 

All of these am Universal Non-Realtime Sys¬ 
tem Exclusive messages, as the data is In a 
standard format by the time It’s transmitted . 
But there's a slight snag How does the data 
get into that format? The answer is that each 
manufacturer has to include appropriate code 
to support SDS wilhin the operating system 
of the device. Because of the compromises 
made in its ImplemenluLion not all manufac¬ 
turers have given their support to SDS, which 
means it isn’t the panacea everyone was hop¬ 
ing for. But, it docs work between devices that 
support it, and has proved very useful to 
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sampler users needing this type of function. 


MIDI TIME CODE 

As mentioned in the last issue professional 
music, film, and video studios tend to use 
SMPTE time code for synchronising together 
various pieces of audio, film, and video re¬ 
cording equipment. When MIDI gained wide 
acceptance these studios needed to integrate 
iL Into their existing working methods so It too 
needed to embrace SMITE timecode, but 
MIDI wasn’t designed with this in mind The 
original solution was to build special synchro¬ 
nising equipment which read externally gen- | 
crated SMFTE code and converted it in-flight 
to MIDI clock and Song Position Pointer mes¬ 
sages. This was expensive, and also tedious to 
use as SMPTE knows nothing about tempos, 
so tempo maps of each MIDI song also had to 
be built and input to the synchroniser for 
setting and changing the song s tempos at the 
appropriate points. Smooth tempo changes 
for accelerando^ or rallcniandos were not 
easy to achieve. Also. MIDI had no means of 
directly handling the hours, minutes, 
seconds, and frames timestamp format that 
SMPTE uses, which made life very difficult for 1 
those wanting to synchronise MIDI sound¬ 
tracks with SMPTE encoded film or video 
sequences. The answer was another MIDI ex¬ 
tension known as MIDI Time Code {MTC) - 
again achieved via System Exclusive. 

Actually, VTJC isn’t Itself a time-code. ft’s 
really Just a mechanism by which SMPTE 
time code can be carried inside a MIDI system. 
And once there, any software timestamping of 
MIDI events [e.g, as in a sequencer) can be 
made to work in terms of the same units and 
hence permit synchronisation with external 
SMPTE devices. MTC has been added to MIDI 
as a Universal Realtime System Exclusive 
based function - plus a special message in the 
System Common class. These allow liming/ 
positioning information in SMPTE format to 
be sent round a MIDI system Just like MIDI 

uj Atari User 


clock and SPP messages, allowing the re 
Haired integration of MIDI and existing pm- 
iessional audio-visual operations. 

An SMPTE Interface is still required between 
a computer system and external SMPFE 
equipment, but tills tends to be less expen¬ 
sive and easier U> use than the old prc-MTC 
synchronising kit It also usually incorporates 
the facility for striping a tape track with 
SMI J TE timccodc. so this hardware provides a 
user with a self-contained SMPTE facility 
iyhen used with an MTC equipped sequencer 
package and multi-track tape recorder. The 
major ST MIDI software manufacturers such 
as E-Magic {for Creator/Nolator) and Stein¬ 
berg [for Cubase] produce SMPTE interfaces 
to complement their sequencers. 


MTC SETUP 

Another flavour of MTC is used for linking 
specific MIDI events to given SMITE frame 
positions. This is similar in some ways to the 
"soundtracker" programs available for the ST, 
in that you compile a "cue list’" defining events 
you wani to happen at specific times. The 
sound tracker program Is normally used to fire 
off musical samples or sound effects to per¬ 
form a piece of music, but its MTU cousin has 
a much wider.scope, Not only can it trigger a 
sampler, but it can also perform such tasks 
as remotely controlling the operation of a 
multi-track tape recorder or CD player via 
MIDI messages, Of course, these devices need 
a suitable control Interface to enable this to 
happen, but many items of studio equipment 
now have these fitted as standard or as an 
option, 

Communication between the devices invol¬ 
ved is handled by the MTC Setup facility, 
plcmented via Universal Non-Realtime Sys- 

? Exclusive messages. Event timing is 
available lo an accuracy of one hundredth of 

MiD] 11 ^ Pn ^ ^ ata Knt carl Include strings of 
_ data for whatever purpose you require. 
s w ole area is probably overkill for 


COMMERCIAL ST SOFTWARE 



Help your children with their knowledge of the 
world or expand your own universe 

GEOGRAPHY TUTOR presents maps 
and statistical databases of all of the countries 
of the world 

+ Colour or Mono 
ir Futiy accurate maps 
■* Check popuia tion ska 
A Discover each country's size 
-* Hear National Anthems 

* Quiz options * identify countries, 
capitals and more 

ir Compare countries to find which 
are Muslim or highly populated etc . 

* Many more options 

This excellent educational 
program is now aixiilable^/inom 
PAGE 6 at the LOW, LOW price of 
Just £3.95 - order i four copy NOW! 


amateur use. but is very important in the 
professional world. Also, it does mean that 
the amateur can start out using a subset of 
the techniques the professionals use then ex¬ 
pand into the higher realms of MIDI as his 
talents, aspirations, and requirements grow. 
And that's no bad thing for the budding 
recording stars of tomorrow. * 
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ST PUBLIC DOMAIN 


feROUNDUP 


COIN-OP 

CLASSICS 


If you tuant to play dos¬ 
sil coin-op games on your 
ST then check out 
many Itttes aixitfahfe as 
public domain or sfrare- 
ware. The Page 6 ST Lib¬ 
rary features many £m- 
presstve coin-op clones. In 
this issue's PD Roundup I 
tuili examine some? of the 
best titles available , So 
tef's boot up yoia - ST and 
fraud back to the early 
J980s when games oozed 
playability and lOp s 
were lOp's! 


by 

Stuart 

Murray 


D efender is the original 
1 shoot-em-up! In it 
you had to protect 
humanoids by destroying 
wave upon wave of alien 
crafts with your spaceship 
'Defend er". 

For Defender freaks there Is 
OFFENDER (l MB) ■ an 

almost exact clone of the 
arcade coin-op. The vector 
landscape, scanner, laser 
beams, smart bombs, huma¬ 
noids, landers, pods, etc. are 
all there, along with digitized 
sound effects, The gameplay 
is a touch sluggish but cer¬ 
tainly fast enough to keep 
you blasting, 

CYBERNETIX is a fast 
smooth and glossy version of 
Defender, The gameplay suf¬ 
fers slightly in that it doesn't 
feature the element of de¬ 
fending humanoids, The ob¬ 
jective is simply to blast or 
diet However* there is the 
advantage of multiple power- 
ups. 

Cybcrnetix boasts digitized 
sound and speech, colourful 
graphics [the spinning 3D 
asteroids arc particularly im¬ 
pressive}. lots of different 
aliens and killer gameplay! 
Impressive, frenetic: anti chal- 
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longing, this one will stay in 
your drive for ages! 

ASTEROIDS 


As tc raids holds great affec¬ 
tion for me, 1 must have 
spent a fortune in ten pence 
pieces playing ihe original 
coin-op. The concept, like all 
great games. was simplc. 
I>estroy the cine:ling asteroids 
with your ship before they 
crash into you, Ihe coin-op 
featured simple vector 
graphics wiih little more lhan 
a few "bleeps" and "bangs" for 
sound effects. However, it 
was addictive in the extreme! 
ASTEROIDS is written 
by those protectors of the 
classic coin-op. Sinister De¬ 
velopments. T his cJonc 
brought the memories Hood¬ 
ing back, It is based heavily 
on the original. The jaggy, 
vector graphics and sparse 
sound effects create the feel" 
nf an old arcade machine. 

The gameplay is fun and 
addictive, although perhaps a 
HtiJe too fast early on, Even 
the enemy spaceships look 
like the originals! 
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pACMAN 

no need to describe this old 
friend! Par man took the 
world by storm back in 1982 
an d is still a great game 

today 

PACMAN ST was fea¬ 
tured the last time PD 
Roundup reviewed games 
(Oct/Nov 1993}, It is the 
closest version to the coin-op 
and is an essential addition 
to your software collection! 


For something a little diffe¬ 
rent cheek out HACMANIJ 

(IMB}. This is an amazing 
Pacman clone with 100 
levels, digitized sound and 
surprises by the barrow load! 
There are six ghosts plus 
cameo appearances by other 
crealures, The levels arc 
creatively designed with each 
having a personality of its 
own, e.g, the level entitled 
Doctor Who’ features Daleks 
and Exterminate!" samples. 
Other highlights Include puz- 
Ht? boancl^ secret warps and 
a rather novel Kill to Eaten 
raho for each ghost. The 
gameplay is smooth and re- 
*P°nsfve. The constant 

c ranges keep the game fresh. 

acman I| i s Par man with 
personality. 


MRS MUNCHJE ( I MR) is 

a very good clone of Ms Pac¬ 
man. It has all the original 
playability plus many extra 
features, including digitized 
sound effects, 20 different 
maze styles. 200 levels and a 
Top 10 hlghscore chart. 

There arc many game charac¬ 
ters. As well as Mrs Munchie 
there arc six ghosts. The 
Munchlemator, Happy Dec. 
Lightning Bolt. Maze Rug 
plus lots of pick-ups (includ¬ 
ing the very useful Zap! 

smartbemb). Joystick re¬ 
sponse is a little slow but 
not so as to affect the 
addictive gameplay. For 
young children there is a 
handy Kids Mode featur¬ 
ing slower gameplay, 
dumber ghosts and fewer 
bad guys to worry about. 
Mrs Munchie is yet 
another example of a classic 
coin-op title which is still as 
enjoyable today as it has al¬ 
ways been! 

SPACE 

INVADERS 

As the main instigator of the 
coin-op revolution, Space In¬ 
vaders Is probably the best 
known coin-op of them all. It 
is well represented on the ST. 
Two of the latest versions arc 
Space Invaders and ST Re¬ 
view Invaders 
Budgie UK's SPAC£ IN¬ 
VADERS is the closest to 
the original. It features two 
modes of play. Classic Mode 
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is presented as the original 
coin-op and Modem Mode fe¬ 
atures sharper graphics, I 
liked the Classic Mode a lot - 
it plays just like the coin-op 
[except the missiles travel 
faster) and features almost 
Identical presentation, in¬ 
cluding the invader designs, 
spaceships, bases, etc. It's 
like being back within tire 
rows of Space Invader 
machines again I 
ST REVIEW INVAD¬ 
ERS is a colourful version. 
Animated aliens and a wavy 
ground level create a "boun¬ 
cy" feel to the game, There 
are also some digitized sound 
effects., Very playable. 


GALAXIAN 

Sinister Developments have 
also produced GALAXIAN. 
a clone of the original coin-op 
in which you had to fight o(T 
waves of Invaders which 
swooped at you in formation, 
Galax fan was always a tough 
game to play - much more so 
than Space Invaders. You 
had to carefully manoeuvre 
your ship to avoid the swoop¬ 
ing aliens. Also, you could 
only fire one missile at a 
lime. This made pinpoint 
accuracy a necessity. 

Sinister’s version is as tough 
as ever. It has all the ele¬ 
ments of the coin-op [even 
die original title design is dis¬ 
played at the main menu). Be 
sure to remove the bottom 
border of the screen (use the 
Options menu} as diis gives 
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you the full play area, 

For another version of GaJa- 
jcian check out INSEC- 
TROIIJ. This is a manic ver¬ 
sion! The style is different: 
you must shoot waves of 
swarming insects. There are 
many different types of insect 
[both big and small!) and 
sampled sound effects are 
used to good effect. Furious' 
action! 


ROBOTRON 

Robotron was a fast-action 
arcade game in which you 
had to defend the human 
race against the Robotron 
armies. This involved racing 
about tire screen rescuing 
humans and blasting the 
waves of Grunts, Hulks. Elec¬ 
trodes, Progs and Spheroids. 
Tire gameplay was a killed 

In 199 L Jeff Minter decided 
to create the definitive ver¬ 
sion of Robotron, The result 
wus ELAMATRON, which 
he described as* '90s ultra- 
violence in its very essence!", 
Llamatron is packed with 
sampled sound effects, There 
are screams* explosions and 
animal sounds galore! The 
gameplay is pure Jeff Minted 
You control a "totally hard 
laser-spitting llama'. The hu¬ 
mans have been replaced 
with sheep, llamas, camels 
and goats! The enemies are 
now Coca Cola cans* house- 
plants. hamburgers* etc. 

Even some original Space In¬ 
vaders make an appearance! 
Add to this lots of power-ups 
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and you have a real cracker 
of a game! 

The ultimate objective of 
Llamatron is In destroy the 
OzrJc Tentacle of level 99 and 
get to Herd Heaven on level 
100. Along the way you'll ex¬ 
perience software program¬ 
ming at its best. Llamatron is 
Robotron gone crazy! 


CENTIPEDE 

Sinister Developments have 
also authored a version of 
that ‘king of the trackball' 
coin-op* Centipede. Back tn 
1982, the top’s were flowing 
and the trackballs smoking 
whenever Centipede was in 
the arcade. Centipede was 
basically Space Invaders in 


the garden, Instead of kill! 
aliens, you had to kill cen¬ 
tipedes. scorpions, spiders, 
do. It was faster than most ] 
shoot-em-iips of (he time and 
very addictive to play! 
Sinister's CENTIPEDE 
(1MB) is a very professional I 
piece of programming. It cap¬ 
tures the whole feel of the 
arcade coin*op. The action is 
smooth arid the presentation 
polished. Great stuff! 

AND THERE’S 
MORE... I 

Cheek the Page 6 ST Library! 
for details of more classic 
coin-ops. You can never have 
too much of a good thing! 


ROUND-UP RATINGS: 


OFFENDER (1MB) (ST662) 83% 

CYBERNETIX (ST885) 84% 

ASTEROIDS (from ST745) 87% 

PACMAN ST (STS 15) 88% 

H ACM AN II (l mb) (ST540) 88% 

MRS MUNCHIE (l MB) (from ST804) 79% 

SPACE INVADERS (from Budgie 24} 82% 

ST REVIEW EWADERS (from ST888) 74% 
GALAXIAN (from ST888) 82% 

INSECTROID (ST860) 75% 

LLAMATRON (ST500) 96% 

CENTIPEDE (from ST888) 80% 


All d isks are available from the PAGE 6 ST Library 
- check the latest catalogue or updates or phone 
0785 213928Jbrfurther information 
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WANTED 


WANTED 


BOOXL SYSTEM: 800XL, 1050 
Disk Drive, loads and loads of 
games, cartridges* magazines 
and books All good working 
order. £75. Tel, 0506 453760 

1-BIT SOFTWARE: A eoltec 
tjon of around 240 disks, cas¬ 
settes and ROMs (all genuine 
originals). Please writ© for ex¬ 
tensive fist to Paul, 17, Spring 
Road, Clifton, Sheftord, Bed¬ 
fordshire SGI7 5RE 

MICROPROSE ST GAMES: F- 

19 Stealth Fighter and Formula 
One Grand Prix, both originals 
in ‘as new' condition, Best offer 
will be accepted Write to Paul, 
17, Spring Road, Clifton, Shef- 
ford. Bedfordshire SG17 5RE 


ADVENTURES: For the ST or 
XL7XE, any of the following - 
Spell breaker, Beyond Zork, 
Plundered Hearts, Wishbringer, 
Moonmist. Leather Goddesses, 
Mid Forever Voyage, Planetfall 
or Suspended. I can offer 
some great ST and XUXE ti¬ 
des in return. M. Stinson* 7 
Arles ton Lane, Wellington, Tel¬ 
ford TF1 2LT. Tel. 0952 
641360 


MAGAZINES: h there someone in 
the UK who is willing to help me to 
complete rny collection of PAGE 6 
magazines? I only need issues 1 to 
9 inclusive. Good price and postage 
paid. Could also swap tor other 
magazine? (ANTIC, Atari User or 
other issues- of PAGE 6}. hardware 
(e.g. The Alien Voice Box), or ori¬ 
ginal software (on ROM, disk Of 
cassette). Please just let me know 
what you wish and make an offer 
to: John van der Spoel, Groanes- 
tein i, 3334 CG Zwijndrechl, The 
Nether lands 


FREE TO SUBSCRIBERS 

The CONTACT eohimrt to free of charge to subscribers who 
wish to sell thelT equipment or contact other readers. Space 
is limited so we request that entries be kept as short as 
possible. Extremely Iong entries may be heavily edited or 
Ignored. Semi your CONTACT notice on a separate sheet of 
paper (ixst as part of a letter) to; 

CONTACT, PAGE 6 PUBLISHING. STAFFORD, ST 161DR 


FOR SALE... WANTED... PEN PALS... ADVICE... HELP 


PROGRAM LISTINGS 

As most program listings would take up several pages of NEW ATARI 
USER we no longer publish those listings within the magazine. The 
programs are available ready to run on the Issue Disk which is 
available for each Issue, details of which are found on the DISK BONUS 
page, if you prefer to type the programs In yourself* every listing* 
complete with TYPO codes* Is available to subscribers free of charge, 
either drop us a line or telephone and ask for the listings you require 
quoting the Issue number and the title* 

W *‘ e to LISTINGS, NEW ATARI USER , P.O. BOX 54, 
STAFFORD, STI6 1DR or telephone 0785 213928 
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